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The Effects of Game Strategy on the Learning 
of English Grammar for the Twelfth Grade Students  
 
           This study aimed to investigate the effects of game strategy on the learning of 
English grammar for the twelfth grade students at Gaza governmental schools.  
           To achieve this aim, the researcher adopted the experimental approach. The sample 
of the study consisted of (80) male students from Palestine Secondary School in West 
Gaza. The participants were divided into two equivalent groups: a control group,  40 
students, and an experimental one, 40 students. 
          The educational games strategy was used in teaching the experimental group, while 
the traditional method was used with the control one in the first term and the first month of 
the second term of the school year (2009-2010). 
          An achievement test of five scopes with (50) items was designed and validated to be 
used as a pre and post test, as well as five quizzes, for the purpose of formative evaluation. 
The achievement test was meant to prove groups equivalence. Besides, it was used as a 
post test to measure any possible differences between the two groups. 
           The collected data were analyzed and treated statistically through the use of SPSS. 
The findings indicated that there were statistical significant differences between both 
groups, favouring the experimental one, and this is due to the method of educational games 
strategy.  
           Furthermore, implementing the effect size equation, the study revealed that 
educational game strategy had a large effect size favouring the experimental group. 
           In the light of those findings, the study recommended the necessity of implementing 
educational game strategy in teaching English language to make better outcomes in 
students' achievement of English language. Also, the researcher suggested that further 
researches should be conducted on the effects of games on different English skills, and 





 أحش اعتخذام إعتشاتُجُة اللعب علً تعلن لىاعذ اللغة االًجلُضَة لذي طلبة" 
 " الصف الخاًٍ عشش 
 
جُة اللعتب علتً تعلتن لىاعتذ اللغتة االًجلُضَتة لتذي طلبتة الصتف هذفت هزٍ الذساعة إلً التذمك هي أحش اعتتخذام إعتتشاتُ
 .الخاًٍ عشش
طالبتا  88وهي أجل تذمُك هزا الهذف ، اعتخذم البادج الطشَمة التجشَبُة و طبتك الذساعتة علتً عٌُتة هوخلتة همىًتة هتي 
 08)هوا ضتابطة ، و لتذ وصعتت العٌُتة علتً هجوتىعتُي أدتذ بوذَشَتة بتشة بتض  هتي هذسعتة فلغتطُي الخاًىَتة للبٌتُي
 (.طالبا 08)، و األخشي تجشَبُة (طالبا
و لمذ اعتخذهت إعتشاتُجُة األلعاة التعلُوُة فٍ تذسَظ الوجوىعة التجشَبُتة بٌُوتا اعتتخذهت الطشَمتة التملُذَتة لتتذسَظ 
 .9808-9889الوجوىعة الضابطة ، و رلك فٍ الفصل األول و الشهش األول هي الفصل الخاًٍ للعام الذساعٍ 
خوغتُي فمتش  تذتتىٌ علتً وهتي أجتل جوتا البُاًتا  اعتوتذ  الذساعتة علتً اختبتاس تذصتُلٍ همتىى هتي خوتظ فتشو  
ولمتذ اعتتخذم االختبتاس التذصتُلٍ باختبتاس لبلتٍ و رلتك للتذمتك هتي هتذي  ،باإلضافة إلً اعتخذام عت اختباسا  لصتُش 
شوق را  داللتة إدصتاةُة بتُي الوجوتىعتُي ، أهتا تمافؤ الوجوىعتُي، و اعتخذم أَضا باختبتاس بعتذٌ و رلتك لمُتاط أٌ فت
 .االختباسا  المصُش  فماًت بوخابة تمىَن هشدلٍ للتجشبة الومتشدة
بعتتذ تذلُتتل البُاًتتا  و هعالجتهتتا إدصتتاةُا أئهتتش  الٌتتتاةت وجتتىد فتتشوق را  داللتتة إدصتتاةُة بتتُي الوجوتتىعتُي لصتتالخ 
هي أجل هعشفة هذي دجتن تتيحُش " اتَإ"لتعلُوُة، و اعتخذام هشبا عتشاتُجُة األلعاة االوجوىعة التجشَبُة و رلك بفضل إ
 .التجشبة تبُي أى دجن التيحُش باى عالُا
وفٍ ضىء هزٍ الٌتاةت أوصت الذساعة علً أهوُة اعتخذام إعتشاتُجُة اللعب فٍ تذسَظ اللغتة االًجلُضَتة إلعطتاء ًتتاةت 
التشح البادج باعتخذام و تفعُل إعتشاتُجُة التتعلن علتً ههتاسا  أفضل فٍ تذصُل الطلبة بواد  اللغة االًجلُضَة و أَضا 
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             English language plays an important role in everyday situations all over the 
world. It is a universal language which deals with all aspects of life. It is the language of 
science, information, technology, politics, economics and education. (Hamdona, 2007:1) 
Although Chinese language is spoken three times more than English around the world, 
English is regarded the most international and important one. (Quirk, 2007:3) 
           Kitao (1996:1-2) clarified more about the importance of English language by 
saying that it is difficult to identify the exact number of English speakers but according to 
estimate, there are more than 350,000,000 native English speakers and more than 
400,000,000 speakers of English as a second language. However, the number of English 
speakers in the world does not indicate the rate of English importance because less than 
fifteen percent of the world population uses English. The importance of English does not 
depend on the number of speakers as English is regarded the first language in the world. 
It is the language of news, information, business, government, diplomacy, professions, 
culture, travel, tourism, the international music and communication. Ministries of 
education worldwide and educational institutions do their best to design communicative 
curricula that enable their students to use this language skillfully. (Haboush, 2010:2) 
                      Kailani and Muqattach  (2003:7-9) pointed out that Arabs need to learn 
English to communicate with native speakers; thus, enabling students to communicate in 
different situations is the main aim of teaching English. In fact, grammatical knowledge 
is regarded as a very important element of communicative competence and for language 
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users to communicate effectively. Hence, grammar is an essential tool in building 
confidence, language knowledge and fluency. (Vasilopoulos, 2008:3) 
             Al-Sofi (2008:13) pointed out that English is regarded one of the major subjects 
at schools of Palestine. Also, English is used as a second official language. This gives the 
language its importance in the Arab world in general and in Palestine in particular.   
          Doff (1988,32) stated that "if students learn the main structures of English, it will 
help them greatly to speak and to write the language". Accordingly, the main goal of 
teaching grammar is to help students speak English with organized and correct structures; 
and if our students learn English with clear and right structures when they are young, 
they will be good communicators in the future. Without grammar, students are able to 
communicate effectively only in limited situations. Besides that grammar is regarded as a 
very essential part of study, language, writing and ideas. Furthermore, grammar helps us 
to analyze and describe our language. In addition to what has been mentioned above, 
many EFL students seek to continue their study in English-speaking countries and they 
need to pass exams such as TOEFL or IELTS and students have to be excellent at 
grammar because it is a very important section in those exams. (Abu Jeld, 2004:6) 
            Teachers often ask about the effective method to teach grammar. In early days of 
grammar teaching, teachers used grammar translation method. By this method, students 
were asked to translate sentences into English based on grammar rules. (Hussein, 
2004:1). In fact, using rules in teaching grammar considers as explicit knowledge. 
Noonan (2008:1) identified the differences between explicit and implicit knowledge by 
saying that explicit knowledge is conscious knowledge of grammar rules learned through 
formal classroom instructions, while implicit knowledge is unconscious which is 
available for spontaneous speech. 
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            Radford (1997:8) believed that when children acquire a language; they observe 
how people around them use the language and practise it. The language which children 
hear is regarded as child's experience, and the output of the language is considered as a 
grammar of the language being acquired.             
            Andrews (2007:13-15) stated that explicit knowledge deals with clear 
grammatical rules, lexical and socio-critical features of an L2. Through explicit 
knowledge, students learn the language consciously. So, it is learnable and verbalisable. 
It also deals with metalingual knowledge which has grammatical features, words and the 
different categories of English grammar such present simple, articles, prepositions and so 
on. Hence, explicit teaching uses overt knowledge about language. On the other hand, the 
main goal of using implicit knowledge is to enable learners communicate with 
confidence and fluency. Students learn implicit knowledge unconsciously. That is, 
learners are not conscious of what they know and metalingual knowledge is avoided. 
Generally speaking, explicit knowledge is connected with learning while the implicit one 
is connected with acquisition; and acquisition is a sub-conscious process which takes 
place only when the learner focuses on conveying meaning. 
            The researcher discussed two important theories dealing with grammar teaching, 
the explicit way which allow teachers to use rules and grammar instruction with students 
and the implicit way which prevent teachers to use instructions and rules because it seeks 
to encourage students to use the language for the purpose of communication. 
          Hamrick (2008:1) believed that some teachers still accept grammar as the central 
method of language instruction, while others see it as a waste of time .In fact ,some 
teachers use the explicit teaching grammar by using meta-language to explain the rules of 
the second language. Vasilopoules (2008:3) proved the previous idea by mentioning an 
experimental example concerning English textbook in Korea. That is, teachers there 
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focused on grammatical components and the reading skill. The results indicated that 
students have shown low proficiency in speaking even though they had good knowledge 
in vocabulary, grammar, and reading skill; to develop the learners' communication skills. 
Many teachers tried to adopt methods of communicative language teaching in their 
classrooms such as using games in teaching. 






             Furthermore, games offer fun exercises and relaxing learning atmosphere. When 
students play games, the learners' attention is on the message, not on the language and 
how to deal to the correctness of linguistic forms. In fact, this decreases the fear of the 
students to be active and excellent participants. In addition, games activate motivation 
and competition among students; and this enhances unconscious acquisition. Generally 
speaking, the advantages and the benefits of using games in language-learning can be 
summarized in nine points: 
Games  
- are learner-centered 
- promote communicative competence 
- create a meaningful context for language use. 
- increase learning motivation 
- reduce learning anxiety 
- integrate various linguistic skills. 
Some teachers think that language games are a waste of time and 
prefer not to use them in classroom. Since games sometimes have 
been considered only for its one element, that is fun. In fact, games 
can provide EFL and ESL students more than that. Among several 
strategies used to improve students' proficiency such as visual aids, 
CALL, drama, role-play and songs, games are another useful strategy 




- encourage creative and spontaneous use of language. 
- construct a cooperative learning environment. 
- foster participatory attitudes of the students. (Jung, 2005:1-2)            
In short, "games make the learning process closer to the acquisition process, which makes 
students learn in a more natural way". (Misirli, 2007:3) 
2- Statement of the problem 
          The researcher has been teaching grammar to 12
th
 grade students for ten years. 
Neither their grammatical accuracy, their motivation nor the classroom level of 
participation seem to have improved. This leaded the researcher to reflect on how 
grammar can be taught and studied more effectively. Thus, the researcher felt that it is 
crucial for him as a practitioner to find out both the advantages and limitations of using 
games with regard to the learning of grammatical rules and in relation to the raising of his 
students' motivation and the improvement of the classroom atmosphere. 
             In brief, the main intent of this research was born out of the researcher's wish to 
validate, through research, the pedagogical usefulness of game strategy. 
3- Research questions 
             Accordingly, the problem of the study can be stated in the following major 
question: 
What are the effects of game strategy on the learning of English grammar for the 
twelfth grade students? 
From the above mentioned question, the following sub-questions were derived: 
 
1. Are there statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'total post test marks'? 
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2. Are there statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'present tense' in the post test? 
3. Are there statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
'the first and the second conditional'? 
4.  Are there statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'passive voice'? 
5. Are there statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'pronouns'? 
6. Are there statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'relative clause'? 
4- Research hypotheses 
Based on the questions, the researcher hypothesizes the following: 
1. There are statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'total post test marks'. 
2. There are statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'present tenses in the post test'. 
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3. There are statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
'the first and the second conditional'. 
4. There are statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'passive voice'. 
5.  There are statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'pronouns'. 
6. There are statistically significant differences at (α ≤ 0.05) between the 
performance of the control group and that of the experimental one in relation to 
the 'relative clause'. 
5- Purpose of the study 
The study aims to:  
1. Examine the effect of using games on the students' level of grammatical accuracy.  
2. Diagnose and highlight points of weakness and strength in the twelfth grade 
textbook. 
3. Give a suggested perspective for improvements and innovations. 
4. Monitor the factual level of the students' achievement in the grammatical 
exercises.  
5. Contribute to improving the process of teaching English in general and grammar 






6- Significance of this study 
            Lies in the hypothesized possibility that the use of games in practising 
grammatical features may improve the students' rate of accuracy, as well as create a more 
positive class atmosphere and a more positive learning experience overall. Any positive 
results on the suitability of language games as a teaching-learning strategy will have 
implications for developing curriculum design, textual materials and the training of 
foreign language instructors. 
7- Limitations of the study 
The study is applied in accordance with these limitations: 
− The study identifies the effect of games on the learning of grammar for the 
twelfth grade students. 
− The study is applied in Palestine Secondary School for boys in Gaza. 
− The study takes place in the scholastic year 2009/2010. 
8- Definition of terms 
8.1  game strategy: 
          They are educational means used in English language classes which help students 
acquire language through co-operative or competitive practice within certain rules.(Harb, 
2007:9) 
8.2  English for Palestine grade twelve textbook: 
          It is designated for the final year in the scholastic stages in Gaza and the West 
Bank governorates. The textbook consists of four main components: student's book, work 
book, audio cassette and teacher's book. (El-Helou, 2010) 
8.3  Language learning: 
           It is "Any sets of operations, steps, plans, routines used by the learner to facilitate 
the obtaining, storage, retrieval, and use of information". (Hismanoglu, 2000:2) 
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8.4  Strategy:  
          It is "a well-planned series of actions for achieving an aim". (Longman, 2001:1426) 
8.5 The traditional method: 
          It is the conventional method used by English language teachers in Gaza. It is a 
teacher centered method, where the teacher dominates the scene while learners are mere 
passive receiver.  
9- Abbreviations 
ELT          stands for English Language Teaching 
EFL          stands for English as a Foreign Language 
ESL          stands for English as a Second Language 
IUG          stands for the Islamic University of Gaza 
TOEFL    Test of English as a Foreign Language 
IELTS      International English Language Testing System  
TESL       Teaching English as a Second Language   













This chapter was an introduction to this study. It began talking about the importance of 
English language in our daily life and many fields such as science, politics, economics 
and education. Also, the introduction of this study talked about the importance of 
grammar in learning English language and the effective method to teach grammar which 
was game strategy. After that, the researcher connected  this introduction with the 
statement of the problem. Moreover, it was mentioned that the study had six questions 
and six research hypotheses. Finally, significance of this study, limitations of the study, 



































 1- Introduction 
          According to the purpose of this study, which aimed at investigating the effect of 
game strategy on the learning of English grammar for the twelfth grade students at Gaza 
governmental schools, this chapter was divided into two parts. The first was a theoretical 
that was concerned with issues related to grammar such as (definition, importance, kinds, 
techniques and methods) and other issues related to game-strategy such as (definition, 
types of games, the importance of games in teaching grammar). 
          The second part discussed 26 previous studies that other researchers had conducted 
in concern with game strategy and grammar. 
          The researcher gave brief details and suggestions in addition to the 
recommendations of their studies. Finally, the researcher presented his comments on 















1.1 English for Palestine textbooks 
         English for Palestine, a twelve-year course, was written specially for schools in 
Palestine to meat the aims drawn by the Palestinian Ministry of Education. The course 
takes learners from a beginner level in grade one to a school-leaving level in grade 
twelve. The 12 levels systematically try to improve the four language skills (listening, 
speaking, reading and writing) and encourage students to become confident users of 
English. Each grade has four components which are: 
1. Student's Book which presents the new language and provides classroom 
activities for practice. 
2. Workbook which provides additional practice material for class and home use 
and practice tests. 
3. Teacher's Book which offers detailed and step-by-step lesson notes for teachers 
of English language. 
4. Teacher's audio cassette that presents all the listening activities.  
 (English for Palestine 12, Teacher's Book, 2007) 
1.2 English for Palestine grade 12 textbook  
           English for Palestine grade twelve is designed for the final year in the secondary 
level, where students are aged 17-18. It meets the needs of students in both the academic 
and the vocational streams. The curriculum has ten unites. Each unit is divided into 10 
lessons taught over two weeks. The first 6 lessons in the student's book are for academic 
as well as for vocational streams while the last four lessons of each unit are for the 
academic students only. 
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           The first two lessons of each unit introduce the unit topic and focus on practical 
reading skills for everyday life. In lesson 3, students work on activating and practising 
vocabulary from lessons 1 and 2. Lesson 4 is entitled integrated skills which deals with a 
mixture of the four skills of English language. Lesson 5 deals with  grammar. The lesson 
has some grammatical exercises which give the students good chance to practise the 
lesson. Lesson 7 and 8 concentrate on an academic reading passage. Students have to 
read it and answer the questions below to prove their understanding. Finally, in lessons 9 
and 10 students deal with writing skill. They have to write a summary of the text from the 
previous reading lesson and also they have to write a paragraph based on the title of the 
unit and the reading text. 
            Concerning the workbook, it has three sections for each unit. The first section 
deals with the most important vocabulary that students study in the student's book. The 
second section has additional exercises about the grammar lesson, and the last one deals 
with literature component for academic stream which is found at the end of each 
workbook unit. The grade 12 curriculum has three literary subjects which are the bet 
story, four poems and King Lear play. 
(General Directorate for Supervision and Educational Training, 2006) 
1.3 Grammar for Palestine grade 12 
           The grade12 English curriculum has ten units, in each unit there are ten lessons. 
Lesson five of each unit deals with a different grammar subject as the following: 
1. The grammar lesson of unit one deals with making yes/no questions, and wh. 
questions based on present and past simple tenses. 
2. The grammar lesson of unit two concentrates on present tenses, past tenses as 
well as verb to be and verb to have. 
3. The grammar lesson of unit three revises the modal verbs. 
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4. The grammar lesson of unit four discusses the clause of conditionals. 
5. The grammar lesson of unit five illustrates passive voice and infinitive and gerund 
verbs. 
6. The grammar lesson of unit six revises the English pronouns and the reflexive 
pronouns in particular.  
7. The grammar lesson of unit seven discusses special cases concerning infinitive 
and gerund. 
8. The grammar lesson of unit eight deals with different prepositions. 
9. The grammar lesson of unit nine focuses on the relative clause. 
10. Finally, the grammar lesson of unit ten concentrates on the articles.  
(English for Palestine 12, student's book, 2007) 
1.4 General goals for teaching English in English for Palestine grade twelve textbook  
Teaching English in grade 12 aims to achieve the following: 
1. It exposes students to learning experiences and opportunities that will enable 
them to comprehend, interpret, and appreciate written texts of different genres 
and on a variety of topics. 
2. It refines students' use of reading micro skills. 
3. It develops students' ability to comprehend information in extended and 
international and transactional discourse. 
4. It develops students' awareness of stylistic techniques and variations in written 
and oral texts. 
5. It develops students' ability to critically evaluate texts, ideas, and arguments. 
6. It develops students' skills in exchanging and conveying ideas. 
7. It develops students' social interaction and communication. 
8. It refines students' ability to use language appropriately. 
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With little change in grammar into the renaissance and the 
enlightenment, we now encounter the birth of descriptions 
of English grammar. English grammar came into 
dominance in the 18
th
 century.  It was  largely  prescriptivist  
in nature. 
9. It develops students' ability to produce creative academic and functional writing. 
10. It develops students' ability to read texts of different modes. 
11. It develops students' understanding and appreciation of culture, attitudes and 
values, and ability to analyze culture bases for judgments end evaluation. 
12. It develops students' high order thinking skills and cognitive and metacognitive 
strategies (creative critical thinking, problem-solving, logical reasoning, 
decision-making, summarizing note). 
13. It sharpens students' academic skills and learning habits. 
14. It enhances students' ability to transfer knowledge to other, similar and relevant 
contexts. 
15. It develops students' test-taking skills. 
16. It develops students' information searching, library, and basic research skills.  
(English Language Curriculum, 1999)   
I- Grammar 
        Hamrick (2008:5) pointed out that the origins of grammar in the western world came 
back to the sophists of ancient Greece. Hamrick (2008:6) added that: 






So, "people have studied grammar for over 2000 years since the time of the Ancient 
Greeks". (Yu, 2005:12) 
           Traditionally, grammar is divided into two different but inter-related areas of study 
– morphology and syntax. Morphology is interested in how words are formed out of 
small units which are also called morphemes. So, forming a word like 
antidisestablishmentarianism is the function of morphology while syntax is the study of 
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connecting words together to form phrases and sentences. Thus, it is right to say in 
English:                    
                               Who did you see Mary with? 
But it is wrong to say: 
                               Who did you see Mary and? 
It is clear that grammar deals not only with forming words together but also with the 
rules which control the interpretation. In fact, native speakers can easily form sentences 
and phrases without the need of studying grammar. They can, for example, tell you the 
negative of I like syntax, by saying: I do not like syntax. So, it will be strange if you ask a 
native speaker of English how to negate a sentence because human beings have no 
conscious awareness of the psychological processes concerning speaking and 
understanding a language. Simply speaking, native speakers have grammatical 
competence in their mother-tongue language. That is, they have the knowledge of the 
grammar of their language by forming and interpreting words, phrases and sentences in 
the language (Radford, 1997:1-2). 
             Cook and Newson (1996:22) identified the difference between competence and 
performance depending on Chomsk's point of view by saying: "Competence is the 
speaker/hearer's knowledge of his language/performance is the actual use of language in 
concrete situations". 
         Accordingly, native speakers may commit grammatical mistakes, make occasional 
slips of the tongue, or misinterpret someone's speech; this does not mean that native 
speakers do not know the native language, or do not have competence. Misproductions 
and misinterpretations are performance errors. So, grammar is connected with 
competence rather than performance (Radford, 1997:2). 
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             Taylor (2002:5) clarified that: "The language, once acquired, has got to reside in 
the minds of its users and has got to be invoked in any act of language use".  
          According to the above discussion, if learners are exposed to a natural 
communication situation, the natural processes responsible for second language 
acquisition will be activated. Also, it is clear that grammar deals with two kinds of 
knowledge implicit and explicit.  
          In fact, many studies tried to prove if explicit grammar teaching can lead to 
implicit knowledge of grammar. (Richards, 2007:269)                    
        Yu (2005:10) believed that "grammar is not only a set of grammatical forms, but 
also it includes grammatical meaning and use as a whole". That is, grammar deals with 
three dimensions: form, meaning and use. 
        Yu (2005:11) offered a chart showing the three dimensions of grammar: 
 
 
 Thus, grammar deals not only with rules but also with meaning and using the 
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            Wu (2007:26) claimed that language learners have two different knowledge 
systems: acquired and learned systems. The acquired system is developed by 
subconscious process which is improved when learners use language for communication. 
On the other hand, the learned system is activated when students understand and 
memorize grammatical rules consciously. Accordingly, the implicit teaching represents 
the acquired system while the explicit teaching represents the learned one. 
          The researcher believed that teaching grammar is very important element for 
speaking English language. In this section, the concept of grammar, the importance of 
grammar, the old and modern methods and techniques of teaching grammar were 
discussed and clarified.  
1- What is grammar? 
          Thornbury (2004:1) defined grammar as "the study of what forms or structures are 
possible in a language". While, Abu Jeld (2004:2) clarified grammar as: 





             
           According to Swan (2009:xix) "grammar is the rules that show how words are 
combined, arranged or changed to show certain kinds of meaning". Radford (1997:1) 
believed that, traditionally, grammar is not only interested in forming the words, phrases 
and sentences together but also concerns with the interpretion. 
Hence, "the grammar of a language is the description of the ways in which words can 
change their forms and can be combined into sentences in that language". (Harmer, 
2001:3-12) 
 
The sounds and sound patterns, the basic units of meaning 
such as words and  the rules to combine them to form new 
sentences constitute the grammar of a language. These rules 





2- The importance of grammar 
             The main goal of teaching grammar is to help students speak English with 
organized and correct structures. If students learn English with clear and right structures 
when they are young, they will be good communicators in the future. Without grammar, 
students are able to communicate effectively only in limited situations. Besides, grammar 
is regarded as very essential part of the study of language and ideas. In fact, grammar 
helps humans to analyze and describe their language. In addition, many EFL students 
seek to continue their study in foreign countries and they need to pass exams such as 
TOEFL and IELTS. So, students must be excellent at grammar to succeed in the exams. 
(Abu Jeld, 2004:6) 
           Like Abu Jeld (2004), Thornbury (2004:40) pointed out that "grammar has a 
psychometric function: that is to say, it is used as a measure of language proficiency". So, 
Doff (1988:32) stated that "if students learn the main structures of English, it will help 
them greatly to speak and to write the language". Nordquist (2010:2) realized that 
grammar is very important for excellent writing. So, he said "by gaining a clearer 
understanding of how our language works, you should also gain greater control the way 
you shape words into sentences and sentences into paragraphs". In a word, grammar leads 
learners to be effective writers. Ziegler (2007:7) believed that "language has a structure 
and grammatical form, the structure of language reflects its functional and 
communicative uses". 
              As a matter of fact, students need rules, structure and accuracy practice which 
lead them to fluency. The teacher should encourage fluency by offering climate of trust 
and support in the classroom through allowing pair-checking of answers before open-




3-Cases against and for Grammar 
            It is known that English has four main skills: listening, speaking, reading and 
writing; and it also has four sub-skills: vocabulary, grammar, pronunciation and spelling. 
In fact, grammar is regarded an essential skill enabling learners to organize sentences in a 
correct way helping to speak and write well. As matter of fact, researchers have different 
views and opinions concerning teaching grammar. Some of them believe that grammar 
should be taught and explained to learners. Others disagree and believe that grammar 
shouldn't be taught at all. Accordingly, there are arguments for teaching grammar and 
other arguments against teaching it.   
3.1 The case against grammar  
          Thornbury (2004:18-20) mentioned five arguments against teaching grammar 
which are the following: 
3.1.1 The communication argument 
         This argument indicates that students should know about the language rather than 
knowing about its grammar. It is thought that using communicative activities and 
language functions in the classroom leads learners to learn grammar unconsciously and 
this is called acquisition. So, explicit teaching of grammar is regarded as a waste of time. 
Accordingly, communicative language teaching stimulates students to use the language 
not to memorize the rules of the language. 
3.1.2 The acquisition argument 
          This argument emphasizes that people can speak their mother tongue languages 
without learning the rules of grammar. That is, there is a difference between learning and 
acquisition. Learning results from formal instruction, especially grammar, and lack of 
using communication. In contrast, acquisition is a natural process and it occurs when the 
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learner is exposed to communication and many speakers. So, success in a second 
language is due to acquisition, not learning. 
3.1.3 The natural order argument 
         This argument depends on Krashen's hypothesis which suggests that there is a 
natural order of acquisition of grammatical items. That is, people all over the world with 
different languages have universal principles of grammar which are innate. Universal 
grammar helps to acquire the first language in addition to second language acquisition. 
Accordingly, this argument does not prefer to deal with grammar textbook. 
3.1.4 The lexical chunks argument 
Chunks are larger than words but often less than sentences such as: 
1- Excuse me? 
2- Have a nice day. 
3- If you ask me… 
4- Here you are.  
Acquiring chunks of a language leads to language development. So, lexical approach to 
teaching is more effective than the traditional emphasis on sentence grammar. It is easier 
to learners to focus on expressions and memorize them than focusing on abstract 
grammatical items. Thus, it is better for learners to get them memorize: have you ever 
been……….? than to say, the structure is present perfect.   
3.1.5 The learner expectations argument 
           While some students come to their classes expecting to study the grammar of the 
language, others come to use the grammar they have learned for many years. Students 
need good chance to speak and learn the language avoiding writing exercises and doing 
grammar tasks. Thus, the teacher ought to deal with the two expectations and to provide a 
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balance between those who want to learn grammar and those who want to know how to 
use grammar and speak the language. 
           In fact, the researcher thought that using grammar in teaching communication and 
speaking English is very important. Without learning grammar, students can't organize 
sentences and questions well. 
3.2 The case for grammar  
           On the other hand, Thornbury (2004:15-17) mentioned five arguments 
encouraging teaching and learning grammar as following: 
3.2.1 The sentence-machine argument 
           Grammar is a description of the rules and regulations in a language and knowledge 
of these regulations help learners to generate many sentences based on the rules they 
learn. So, this argument is called the sentence-machine argument because teaching 
grammar provides learner with many means for limitless linguistic creativity.  
3.2.2 The fossilization argument 
          Although excellent students get amazing levels of language proficiency without 
any formal study, research indicates that learners who do not receive instructional 
grammar and its rules can not keep the language in their minds for a long time. In 
contrast, those who get instructions are better in keeping the language.  
3.2.3 The discrete item argument 
          This argument reflects the idea that any language has its own shape and rules and 
without this the language represents a challenge and a difficulty for learners and teachers. 
So, grammar help students to organize the language in different and obvious categories. 
Grammarians make language digestible. Accordingly, a discrete item can be isolated 
from the language and then divided into various lessons and units such as present simple, 
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the conditionals, articles and so on. By this way, the language and grammar seem to be 
easier for teaching and learning.  
3.2.4 The rule-of-law argument 
          This argument is similar to the discrete item argument that grammar is a system of 
learnable rules. The process of teaching and learning is known as transmission which 
means transferring the knowledge, rules, facts discipline and order to learners. In fact, the 
need for rules, facts, order and discipline is suitable for large classes and unmotivated 
learners. Thus, teaching grammar with rules offers the teacher a structured and a clear 
system that can be taught and tested in methodical steps and teaching grammar through 
communication is something hard and unreal. 
3.2.5 The learner expectations argument 
         Regardless of the arguments for or against grammar teaching, many learners come 
to their different classes with fixed expectations. These expectations may drive from their 
previous classroom experience of language learning. Many learners come to new classes 
and expect that focusing on grammar instructions is essential. That is, their previous 
classes depend on teaching grammar rules and they feel frustrated and bored if their 
teachers choose another technique to teach grammar, especially, the communicative one. 
The argument added that those students who want to learn the language 
communicatively, can depend on themselves and enroll special courses concerning 
communication and speaking skill. In a short, the teacher who ignores students' 
expectations and their language experience, makes them get frustrated and unmotivated. 
        The researcher believed that according to the Palestinian English Exams, grammar 





4- Kinds of grammar 
           Kailani and Muqattach (2003:187) pointed out that there are four kinds of 
grammar affecting English teaching methodology. 
4.1 Traditional Grammar 
          This kind of grammar depends on classical and inflected languages such as Greek 
and Latin. Traditional grammarians designs eight parts of speech owing to the influence 
of Latin: noun, pronoun, adjective, verb, adverb, preposition, conjunction and 
interjection. Besides, traditional grammarians classify words within sentences as subject, 
verb, direct object, indirect object, complement, and so on. They also categorize nouns 
according to cases which are called: genitive, vocative, nominative, accusative, dative, 
and instrumental.  
4.2 Structural Grammar 
           This kind of grammar is descriptive. It refers that language has a set of structural 
patterns in which words are arranged to reflect meaning. The meaning of a structure is 
determined by word form, function words, word order, intonation patterns, stress, and 
juncture. Furthermore, structural linguists categorize the parts of speech according to 
form and function.  
4.3 Transformational Grammar 
          Transformational grammar, often called generative grammar. This kind clarifies 
that language is based on a system of rules and not on a set of speech habits. These rules 
can produce an infinite number of structure at the deep structure level. 
4.4 Communicative Grammar  
          Communicative grammar is a modern approach which is a reaction against 
structural grammar. It does not depend on memorizing the structures and the names of 
tenses like past simple, present continuous or future perfects but it depends on using the 
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language communicatively. This approach involves the use of forms and meaning of 
language items simultaneously.  
4.5 Cognitive Grammar 
          Taylor (2002:20) stated that cognitive grammar refers to the idea that language is 
essentially symbolic in nature. Symbolic thesis indicates that language seeks to relate 
sound and meaning. Also, according to this theory, any linguistic expression, whether 
this be a word, a phrase, a sentence, a morpheme or even a text has three aspects which 
are semantic structure, phonological structure, and symbolic relations.  
4.6 Functional Grammar 
           Functions usually refer to different situations in our daily life such as describing 
people and places, asking for directions, talking about the past, and so on. That is, 
functions mean possible uses of language. So, "a functional grammar is the kind of 
grammar most likely to have useful things to say to language learners and teachers".        
(Richards, 2007:3-10) 
4.7 Universal Grammar  
           Universal grammar refers to the system of rules and principles that are elements of 
all human languages regardless of which language they speak. It is a theory of knowledge 
which is interested in the internal structure of human mind. The theory of universal 
grammar claims that the speakers know a set of principles that apply to all languages. 
( Cook and Newson, 1996:2-3)  







1- Linguistic grammar: a scientific description of the language which 
makes hypotheses about the rules which govern grammatical 
tendencies.  
2- Descriptive grammar: a linguistic grammar focusing exclusively on 
description. 
3- Prescriptive grammar: a grammar that emphasizes socially-assigned 
notions of correctness and incorrectness in language usage. 
4- Pedagogical grammar: a grammar for the purpose of instruction. 






        Lamie (1999:1) suggested that traditional grammar-focused textbooks can be 
adapted on communication. 
        The researcher recommended that teachers should activate and use functional and 
communicative grammar to improve speaking skill of the students. 
5- Types of Testing Grammar 
          Testing grammar is very important method to get feedback about students' 
understanding and achievement. In fact, it is more efficient to use different ways of 
testing. Kathleen and Doshisha (1996:1-4) suggested different ways to test grammar 
knowledge and to recognize or produce correct grammar and usage. So, they mentioned 
the following types of tests: 
5.1 Multiple choice tests 
        This kind is very important and common. As it covers a lot of grammatical points 
quickly. The test maker gives the testee a sentence with a blank and four or five choices 
of a word or phrases which completes the sentence correctly. For example,  
Look, the students………………football in the playground. 
     a) play            b)playing          c)are playing           d) have played 
5.2 Error correction 
       In this type, the test maker gives the testee a sentence with an error. Four words or 
phrases in the sentence marked with letters, and the testee needs to decide which of the 
words or phrases has the error. For example, 
        a)Most of students b)believe that they c)should be getting better grades d)than 
they are.  
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Also, in this type, the teacher can mix some sentences that have no errors, and the 
students are asked to show that there is no error. Furthermore, the students may be asked 
to correct the error.   
5.3 Items to test knowledge of word/sentence order 
         This type can be used to test the testees' knowledge about word order. The old way 
is to show the learners with four alternative word orders. For example,  
I wonder how she knows…………… . 
a) how it costs much.                         b) how much it costs. 
c) it costs how much.                         d) it how much costs. 
Another way is to give the learners some words and ask them to put the words in order. 
For example, 
I wonder how she knows…………. 
a) how        b) it            c) much              d) costs 
………/………/………./………. 
Finally, it might be done in a way that requires the learner to do some writing. For 
example,  
I wonder how she knows………………………. . 
how/ it/ much/ costs 
5.4 Completion Items 
       Here, the learners are asked to fill in blanks in sentences. For example, 
Give the book to ……………….woman in the blue dress. 
5.5 Transformation Items 
        In this type, learners are given a sentence and the first few words of another sentence 
to change the original sentence without changing the meaning. For example, 
I don't need to go to the grocery store this week. 
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It isn't ………………………………………………… .  
5.6 Word changing Items 
          In this type, the testees are given a sentence and at the end of it there is a word 
between brackets, they have to fit into the sentence by changing the form of the word. 
For example, 
I have never ……….to Australia. (be) 
 
5.7 Sentence Combining Exercises 
         In this type, the testees are given two different sentences and they have to combine 
them together to make a clear and a correct sentence. For example,  
I met a man. The man went to the same high school I did. 
         Rajaretnam (2004:1) suggested using online grammar quizzes for language learning 
and testing structures. In fact, multimedia computers and the worldwide web have made 
computers a source of entertainment, information, communication and education. It 
makes active interaction between the student and the computer. Also, it tests the students 
providing them with many models and activities without worrying about negative 
reactions. At the same time, it is non threatening. In addition, the quizzes are developed 
by ESL/EFL teachers from all over the world.  
          The researcher recommended that teachers should use different kinds of test to 
evaluate students' understanding at grammar. 
6- Teaching Grammar 
            The concept of grammar is different according to various schools of linguistics. 
For example, traditionalists believe that grammar considers as a collection of rules and 
principles; while to the structuralists, it is the study of how sentences are formed, 
organized and arranged. The transformationalists see that grammar is the rules that 
 
 30 
generate certain sentences together and allow speakers to understand utterances they have 
never heard of , whereas others consider the communicative approach as the functions of 
language. In spite of these different concepts of grammar, it is still the essential and the 
important element for organizing the language. That is, the language can not be learned 
without grammar. The problem with grammar is not to learn it or not. It is how to teach 
and presented grammar to your learners. (Kailani and Muqattach, 2003:187)  
             Hence, teachers do not agree on a limited method to teach grammar. Some of 
them prefer the old style and the explicit explanations of the English syntax, while others 
believe that the implicit teaching of grammar and the communicative methods are more 
effective. (Hussein, 2004:1)  
Saricoban and Metin (2000:1) pointed out that: 
                          
 
 
           The researcher presented different techniques and methods focusing on teaching 
grammar as following: 
6.1 Exploration, explanation, and expression (EEE)  
             Sysoyev (1999:3) suggested three stages for teaching grammar which are: 
exploration, explanation, and expression.  
 Exploration 
         In this stage, students are given sentences with a certain grammar rule and they are 
asked to find out the structure with the help of the teacher, to deduce the rule. In fact, it is 
inductive learning.  
 Explanation 
In order to make grammar lesson effective, beneficial, and 
interesting, a teacher should use some well-developed and 
fascinating techniques in the classroom. The examples of such 
integrated sources and techniques – the use of songs, verse, 




        Explanation is the second stage of learning grammar. After finding out and 
exploring the rule, students can summarize what was previously discovered, focusing on 
the form. The teacher can ask his students to look at the grammar reference at the end of 
the textbook to consider the rule.  
 Expression 
         It is the third and the last stage of the process. After discovering the structure 
through the exploration stage, and looking at the rules through the explanation stage, 
students have to practise the new rule by communicative and interactive exercises. This 
stage is called expression because students should have the ability to express the rules by 
using their own words. To sum up, this technique of teaching grammar is a 
communicative one. It is called EEE method, consisting three stages: exploration, 
explanation, and expression. 
6.2 Using songs in teaching grammar 
             Using songs in teaching change the routine of classroom activities. They relax 
and entertain the students when they learn a new structure. Songs facilitates grammar and 
make it easy. They depend on contexualizing. (Saricoban and Metin, 2000:3) 
             Orlova (2003:2) believed that using songs in teaching, develop students' speaking 
skills and promote their cultural competence. Brown (2006:1) added another advantage to 
songs that they help students to practise pronunciation and literary skills. Furthermore, 
songs facilitate memorizing when it is associated with a linguistic item and they contain 
words and expressions of high frequency and offer repetition. (Cakir, 1999:2) 
            The researcher thought that repetition by singing songs may help students to 





6.3 Using simple poems to teach grammar 
              Poems are as the same as games in that they contextualize grammar lessons 
effectively. It is clear that poems can be spoken, repeated, dealt with, and considered. 
Poems are regarded as an effective tool for practising grammar because they engage the 
senses of sight and hearing. Students can memorize the poems easily which helps to 
memorize the grammatical structures easily. (Saricoban and Metin, 2000:3). Hussein 
(2004:1) stated that poems use the communication syllabus and the implicit teaching of 
grammar. 
6.3.1 The criteria of choosing a poem 
            Selecting a suitable poem is very important and basic element when teachers want 
to teach grammar through it. The teacher should select the poem according to the nature 
of the grammatical structure which will be presented, practised, or reviewed. Then, the 
level and the age of the students should be considered. Next, the theme and the length of 
the poem and its appropriateness to the classroom objectives should be taken into 
account, too. Also, teachers had better select poems from 20
th
 century poets because old 
poems have complex vocabulary and syntax and also reflect old-fashioned ideas. Thus, 
poems which express universal features, humanistic values, cultural themes and 
emotional aspects will be more suitable and relevant to the foreign language learners. 
(Saricoban and Metin, 2000:4) 
           Hussein (2004:2) used a poem to teach the adjective poem pattern. The adjective 
poem written and revised by students: 
                               Coffee 
                               Coffee is bitter 
                               Coffee is bitter, marvelous 
                                Is bitter, marvelous, satisfying 
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                                Bitter, marvelous, satisfying, splendid 
                               Coffee bean 
 Like the adjective poem pattern, Hussein (2004:5) presented an example about teaching 
adverbs endingly:  
                                         The Goat 
                       The goat bleats happily, 
                       The goat bleats happily, disturbingly, 
                       Bleats happily, disturbingly, weirdly, 
                       Happily, disturbingly, weirdly, calmly, 
                       When it sees a female goat. 
                    The researcher thought that using poems in teaching grammar might improve 
students' accuracy and fluency. Also, grammar is learnt by a funny, interesting, and 
motivating atmosphere which enables students to understand the structure for a long time. 
6.4 Teaching grammar through drama and literature 
          Drama can stimulate and increase learners' knowledge about lexical and 
grammatical structure by using literary texts. So, drama and literature have three 
approaches to be taught. These approaches completely serve the language and its 
structure. Savuidou (2004:3) pointed out that the cultural model, the language model and 
the personal growth model are three approaches to teach language, grammar, vocabulary 
as well as different cultures through drama and literature. The three approaches are 
illustrated as follows: 
6.4.1 The cultural model  
            It is a traditional approach to teaching literature. This approach gives the learners 
a chance to find out and explore the literary, social, political and historical context of a 




6.4.2 The language model 
            It is the most important approach to teach the language and its structure through 
drama and literature. Learners should analyze the literary text serving specific linguistic 
goals. So, different activities such as close procedure, prediction exercises, jumbled 
sentences, summary writing are used. 
6.4.3 The personal growth model 
            This model seeks to make a connection between the cultural model and the 
language model by using a particular use of language in a text, as well as placing it in a 
specific cultural context. Accordingly, these three approaches to teaching literature are 
used to focus on the grammatical and structural analysis through a text as well as the 
cultural aspect. (Savuidou, 2004:3-5) 
           Chauhan (2004:1-2) pointed out that real communication involves ideas, emotions, 
feelings, appropriateness and adaptability. The conventional English class hardly gives 
the learners an opportunity to use language in this manner and develop fluency in it. 
Thus, the main purpose of the language teaching course is to develop skills in 
communication. An attractive alternative is teaching language through drama because it 
gives a context for listening and meaningful language production, forcing the learners to 
use their language resources, and, thus, enhancing their linguistic abilities. It is very 
useful in teaching literary texts as it helps in analyzing plot, character and style. It also 
involves learners more positively and actively in the text. 
            Drama activities or techniques are equally successful in making learners 
experience language in operation and provide motivation to use language embedded in a 
context and a situation.  
            In fact, Royka (2002:3) listed some advantages of using drama in teaching new 









             It is obvious that there is an overlap between drama and games that both of them 
use enjoyment and cooperation.  
             The researcher believed that drama offers positive atmosphere for learning. Also, 
grammar lessons can be presented through literary texts. Thus, teacher of twelfth grade 
English curriculum should teach some grammar points through the four presented poems 
in the Palestinian curriculum. That is, after teaching the vocabulary and the theme of the 
poems, the grammar points should be presented and clarified.  
6.5 Musical activities 
            The researcher discussed in this research the importance of songs and poems in 
teaching grammar. Cakir (1999:1) pointed that "songs, rhymes, chants, and musical 
games are fantastic materials for the language teacher to use with young learners". In 
Orlova's opinion (2003:5), students prefer certain kinds of music which should be simple, 
cheerful and up-to-date and teachers ought to select interesting text on the topic music.  
            In addition to the above mentioned, using music in the classroom activities gives 
students a good chance to practise their listening skill, pronunciation lessons and implicit 
grammar. (Brown, 2006:2)  
6.6 Teaching grammar based on presentation, practice and production (PPP) 
             Syllabus which based on grammar is regarded as the oldest methods of teaching 
English. It is clear that language can be learnt by the rules of grammar; and grammar 
based syllabus engage the learners with the four skills: speaking, listening, reading and 
writing. In fact, PPP is one popular model of teaching grammar. Language is presented in 
- Making the learning of the new language an enjoyable 
experience. 
- Setting realistic targets for the students. 
- Linking the language-learning experience with the student's 
own experience of life. 
- Drama can create in a student a need to learn the language. 






context using methods including mimes, illustrations and visual stories. Then, the 
presented language is practised using drills and controlled activities such as gap fillings 
or sentence matching. Finally, the students are asked to express and produce the target 
language by using their own words in a free activity without a help from the teacher. 
         Accordingly, the language and grammar can be learnt by three steps, the first one 
which is called presentation completely depends on the teacher by using different 
effective techniques. The second one, practice, depends on the learners with a help from a 
teacher by using various suitable tasks. The last one is called production which 
completely depends on the learners who are asked to convey what they understand by 
using their own structures and words. (Russell, 2008: 1-2) 
 
6.7 Inductive and deductive techniques used in teaching grammar 
              The importance of deductive and inductive approaches is to give students a good 
chance to practice thinking skills. So, deductive learning is an approach to language 
teaching in which learners are taught rules and they apply these rules when they use the 
language while the rules of grammar are not used directly according to the inductive 
learning. In fact, both inductive and deductive approaches create a positive and a 
cooperative atmosphere among students. Therefore, students can achieve the 
understanding and memorizing of the rules and then the production in meaningful 
discourse. It is clear that the two approaches encourage communication and stimulate 
students to communicate fluently.  
6.7.1 Pedagogical considerations of inductive and deductive techniques 
             It is clear that both deductive and inductive techniques seek to improve thinking 
and linguistic skills and this very important pedagogical goal. That is, when students are 
asked to hypothesize, compare, construct, generate and participate effectively, that 
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indicated their understanding of the knowledge and the information being presented. In 
fact, both techniques depend on participation and communicative strategy which enable 
students to have confidence in their target language and develop both fluency and 
understanding of the foreign linguistic system. However, it is obvious that the inductive 
method involves students more in an analytical study of the language than the deductive 
method does. By observing the questions asked in the lesson, inductive method depends 
on the thinking skill and it is more useful for students' understanding and motivation and 
this creates interesting and funny atmosphere. (Al-Kharrat, 2000:5) 
6.8 Integrating grammar for communicative language teaching 
            Before dealing with communicative language teaching, English language teaching 
has witnessed a lot of progress. Saricob and Metin (2000:5) asserted that teaching 
grammar is based on an integration of three stages: pre, while and post. In fact, in the pre-
grammar stage, the teacher ought to convey the grammar instruction, stimulate interest in 
the topic and increase awareness by giving the students a reason for learning the 
presented topic. The while-grammar stage is supposed to facilitate understanding of the 
new grammar point and give students a meaningful input through pictures, texts and 
contextual examples. Finally, the post-grammar stage should give students a chance to 
use grammar in different real life situations. So, the last stage focuses on the productive 
aspects of the new structure. The use of pre- while – and post-stages into teaching 
grammar is discussed below: 
Sample grammar lesson (used to): 
1- pre-grammar 
 First, the teacher discusses the topic entitled "changes in people over the years". 
 The teacher shows two pictures of a woman. One of them is old and was taken 20 
years ago and the other one is new. The old picture shows the woman playing the 
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guitar while the new one shows her painting pictures. The teacher then should ask his 
students to compare between the two pictures.  
2- While-grammar 
 In this stage, the teacher should give the students the chance to deduce the new 
grammatical structure. So, he tells his students that they are going to learn a new 
structure without mentioning the title and this is for motivational purposes. 
 The teacher asks students to write sentences concerning the differences between the 
two pictures by using "used to". For example, students can say: "She used to play the 
guitar as a hobby, but now she does not. She paints pictures as a hobby now etc". By 
giving the above example, students can compare between present and past simple.        
 The teacher can ask some questions to check students' understanding and ensure that 
the meaning is clear. So, he can ask questions like the following: 
- Did she often play the guitar in the past?/Does she play the guitar 
                 now? 
- Did she often paint pictures in the past?/Does she paint pictures now? 
- Did she have long hair in the past?/Does she have long hair now?         
 The teacher asks the students to formulate the rule on the board and clarify it. The 
help is offered if it is needed.  
3- Post-grammar 
           In this stage, the teacher can use many techniques to ensure that his students can 
produce structural and meaningful sentences. Below, three techniques are discussed: 
- Brainstorming 
        The teacher asks his students to think about their past when they were children 
and ask them the following question: 
    What are the differences and the similarities between your life then and now? 
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Then, they have to fill in the following lines with appropriate sentences: 
           Your life as a child 
………………………………………………………………………………………
……………………………………………………………………………………… 




          The teacher divides students into pairs and give a role play to each student. The 
role playing students are supposed to be old friends meeting after a long time. They 
should communicate and observe the differences in each using either their imagination or 
the role play cues.  
- Writing 
          The teacher should ask students to write a story about the following topic for the 
school magazine. Imagine that you have been a sleep from 2007 till 2050. You have just 
woken up to be shocked about everything around you. Compare your old and new lives 
and write your story using used to. 
           To sum up, grammar has been taught like the four skills by using the three steps 
pre-, while- and post-. Also, grammar is connected with real life situations which make it 
more communicative and functional. (Pekoz, 2008:1-3) 
6.9 Using games and problem-solving activities 
              Both games and problem-solving completely depend on the communicative 
activities and they are task-based and have a purpose beyond the production of correct 
speech. They are used after the presentation because communicative tasks are practised 
after mastering grammar or lexical points. Play and competition that are provided by 
games stimulate the motivation of the students and decrease the stress in the classroom. 
But in playing games, the learners' attention is on the message, not on the language. That 
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is, students acquire language unconsciously while their whole attention is engaged by the 
activity itself. (Saricob and Metin, 2000:5)  
6.10 The importance of games in teaching grammar  
               Using games in teaching grammar is better than any other methods because it 
enables teachers to teach grammar by absorption and repetition which is the way people 
learn their native language. Vernon (2008:1) mentioned four reasons to teach grammar 
with games: First, by using games in teaching grammar, students not only gain 
knowledge but also can apply and use what they learn. So, games are regarded  as 
communicative activities. Second, it is obvious that fun learning games usually contain 
repetition, which make the language easier and understandable by students. Third, using 
games motivate students and increase the cooperation and competition in the classroom 
and this creates positive atmosphere. Fourth, learning a new language requires a great and 
tiring effort. Games facilitate the matter because they are amusing and challenging and 
they allow meaningful use of the language in context.  
             Kablan (2010:352) stated that the game activities, which may have an important 
teaching role, contribute teacher and students in the class. It is claimed that game 
applications, which are well-organized according to the aim, increase the learning 
process, strengthen retention and supply effective learning with joy in place of boring 
lessons by increasing motivation.  
              The researcher believed that using communicative resources and activities such 
as games, poems, problem-solving, drama, music and songs in language teaching 
especially grammar, provide a relaxed atmosphere and motivated students. Also, these 
activities give students good opportunity to express themselves and enjoy themselves 




7- Dealing with grammatical errors 
              Moses (2001:1) prefers to use the structural drills which allow students to 
correct their errors by an interesting way. Borova and Murphy (1997:1) believed that 
using explanation in teaching grammar is called conscious awareness which may take the 
form of explicit and learned information and this is the passive grammar. 
II- Game  
1- Introduction 
              Games are regarded as very useful and important strategy to stimulate language 
acquisition. They are defined as a form of play concerning competition, rules and fun. So, 
teachers should use games in teaching to attract students' attention, decrease students' 
stress and give them the opportunity to communicate effectively. (Deesri, 2002:1) 
             According to Jung (2005:4) "games encourage, entertain, teach, and promote 
fluency and communicative skills". In fact, games give students enjoyment and useful 
practice. They should be used according to students' reactions and response. Thus, games 
should not be a meaningless habit. The element of surprise and variety should be exited. 
As a result, games are supposed to be attractive and interesting as well as that students 
feel happy when they participate in game-playing. In addition, games strengthen the 
relationship between the teacher and the students. (Carrier, 1985:1) 
             Leblanc (1998:1) suggested ten requirements for good English teaching. One of 
them is about the style of teaching which should be entertaining.  
            Deesri (2002:3) added another advantage for games. They increase students' 
proficiency. That is, playing games in the classroom can increase students' ability in 
using language as students have an opportunity to use language with a purpose in the 
situations provided.  
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            Ozercan (2010:31-32) stated that lectures in science classrooms are usually about 
abstract concepts and ideas and students are rarely given the chance to interact with the 
scientific experiments first hand and practice science in the classroom. So, learning 
process is more fun when the learner has more autonomy, which in turn increases 
learner's motivation.  
2- The importance of interest and Humour in teaching English 
             The researcher discussed the importance of games in teaching a new language. 
Also, the characteristics of instructional games have been presented. As a result, it is 
obvious that games are connected with competition, enjoyment, active interaction, high 
motivation and interesting atmosphere. This helps students to learn and acquire the 
language easily. Chiasson (2002:1) emphasized the need to create a welcoming 








           
           Accordingly, anxiety prevents students from receiving education, and then 
language acquisition fails to progress.    
3-The importance of motivation in teaching process 
           Motivation in language-learning is very important and essential. It helps students 
to be excellent communicators as a result of self-confidence. Thus, seven factors 
influence motivation: attitudes, self-efficacy belief, goals, involvement, environment, 
support, and personal attributes. Also, motivation strengthens the relationship between 
teacher and learners. (Ebata, 2008:1)  
In order to take risks, you need a learning environment in which you do not 
feel threatened or intimidated. In order to speak, you need to feel you will 
be heard and that what you are saying is worth hearing. In order to continue 
your language learning, you need to feel motivated. In order to succeed, you 
need an atmosphere in which anxiety levels are low and comfort levels are 
high. Issues of motivation and language anxiety are key to this topic of 
affect in the second language classroom. 
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           Suslu (2006:1) defined motivation as "some kind of internal drive which pushes 
someone to do things in order to achieve something". In fact, in the classroom, students 
are different. Some of them seem naturally enthusiastic about learning, but many need 
their teachers to stimulate, challenge and inspire them. So, effective learning depends on 
the teacher's ability who should activate interest and enjoyment which increase the 
motivation of the students to learning. (Davis, 1999:1) 
            As a matter of fact, there is a very important question about motivation which is 
how can motivation be created. Ebata (2008:1-2) focused on three factors which 
influence motivation: self-confidence, experience of success and satisfaction, and good 
relationships among learners and between teacher and students. 
 Self-confidence 
         Self- confidence is the most important factor. It provides learners with the 
motivation and energy to become active and positive  
 Experience of success and satisfaction  
        Experience of success gives the students energy and power to achieve their goal. It 
provides the learners with pleasure in communicating with others. Some students may 
feel successful when they can express their thought and ideas to other students, others 
may feel successful when they do a challenging task. The feeling of success depends on 
the degree of  improvement and achievement. Clearly, there is a strong connection 
between success and satisfaction. That is, success satisfies people not only in learning 
language but in anything.  
 Good relationships among learners and between teachers and students 
         First, the teacher should put into his consideration that, before teaching a language, 
his students come from different backgrounds. That is, they have different interests, 
future goals, aims for English learning and different personalities. Hence, teachers have 
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to search for suitable strategies of teaching which increase the student's motivation to 
learn the language and appreciate it easily. As a result, this leads to good relationship 
between students and teachers. This relationship creates a comfortable and enjoyable 
classroom. 
           One can think that these three factors: self-confidence, experience of success and 
satisfaction, and good teacher-learner relationships are regarded as very important and 
essential roles in developing language learners' motivation.  
            According to Zemke (1984:1) "increasing or maintaining one's sense of self-
esteem and pleasure are strong secondary motivators for engaging in learning 
experiences". In fact Weller (2005:1) mentioned five basic principles of motivation 
which are applicable to learning in any situation:  
- The environment can be used to focus the student's attention on what needs to be 
learned. When the teacher creates warm and active atmosphere, this promotes 
efforts and attitudes toward learning. Also, interesting visual aids, such as booklets, 
posters or practice equipment, motivate learners by capturing their attention and 
curiosity.   
- Incentives motivate learning: during learning and teaching process, the teacher 
should use praise and rewards to encourage students; and without them, learning 
will not succeed. Students must find satisfaction in learning based on their 
understanding that the goals are useful to them and also on the pure enjoyment of 
exploring new things.  
- Internal motivation lasts longer and is more self-directive than external motivation, 
which must be repeatedly reinforced by praise or concrete rewards. Simply 
speaking, some students have little capacity for internal motivation and must be 
guided and reinforced constantly.  
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- Learning is most effective when an individual is ready to learn, that is, when one 
wants to know something. Without the desire of learning from students, they can 
learn. Sometimes the student's readiness to learn comes with time and the teacher 
should encourage its development. 
- Motivation is enhanced by the way in which the instructional material is organized. 
Generally speaking, when teachers organize their materials well, the information 
could be meaningful to students. 
          Finally, Davis (1999:1) mentioned eight characteristics that emerge as major 




              
 
 
           Oplustilova (2008:20) discussed the problems and the big barriers which face 





4- What is game strategy? 
           Games are excellent strategy for teaching language. They are not only used for 
entertainment activities but also for practicing communication. Games regard as a tool for 
improving problem solving skills and stimulating the students' language competence. So, 
they are activities which need efforts to achieve certain aims according to certain specific 
goals. (Harb, 2007:33)  
 Instructor's enthusiasm 
 Relevance of the material 
 Organization of the course 
 Appropriate difficulty level of the material 
 Active involvement of students 
 Variety 
 Rapport between teacher and students 
 Use of appropriate, concrete, and understandable examples. 
 The work is too easy and is not challenging to the students. 
 The work is too difficult and makes no sense to them. 
 Other learners are causing disruption or slowing down the pace of the lesson. 
 The topic is being taught in an unimaginative and tedious way. 
 There is not enough learner activity built into the lesson plan. 
 The lesson is a long one with no breaks. 




           Hadfield (2002:4) defined games as " an activity with rules, a goal and an element 
of fun". Deesri (2002:1) defined games as "a form of play governed by rules. They 
should be enjoyed and fun". According to the above definitions, games involve many 
factors: rules, competition, relaxion, and learning, in particular. Games also lead to active 
learning and positive atmosphere. Jones (2005:1) believed that "motivating and fun 
activities can be time consuming for teachers to create". 
            Accordingly, the researcher believed that games should have certain rules 
distinguishing them from other classroom activities such as telling stories, songs, 
discussion, writing, reading, and role-plays. Also, games stimulate active participation, 
generate fun, make good atmosphere and increase students' motivation. 
5- Characteristics of instructional games 










6- The importance of games 
           Games provide distinguishing learning opportunities to meet students' needs while 
practising language activities. This can be summarized in Yu's opinion (2005:40) as the 
follows : 
Games have different characteristics such as: 
- A game involves a challenge against either a task or an opponent. 
- A game is governed by a definite set of rules. 
- A game is freely engaged in. 
- Psychologically, a game is an arbitrary situation clearly separate from real-life. 
- Socially, the events of a game situation are considered, in and of themselves, 
  to be of minimal importance. 
- A game has a definite number of possible solutions; that is, only a finite number 
  of things can happen during play. 
- A game must always end, although the end may come simply because time has 
  run out. 
Summing up, the basic characteristics of games in general are: 
- A game is fun and interesting 
- A game is rule-governed 
- A game is goal defined 
- A game is engaging 
- A game is competitive 
- A game has a closure 
 
 I hear and I forget 
 I see and I remember 





   
            Similar to  Yu, Harb (2007:37) asserted that through games, students learn much 
information, facts and concepts about people and things. Harb (2007:37) added that the 
main goal of game activities is enjoyment. Games enhance the social and affective 
aspects of the students' character. Moreover, games are a tool of expression. Students can 
express their thoughts, ideas, feelings, emotions and aptitudes through games. 
6.1 Games and communication 
            By using games, teacher should concentrate on communication rather than on 
correctness of language. Games should be an important part in the English curriculum, 
not as an amusing activity. They give students good chance for real communication and 
thus bridge the gap between the classroom and the real world. (Hadfield, 2002:4) 
          The researcher thought that games, songs, poems, plays and problem-solving 
activities are regarded as task-based. They have the purpose of producing correct speech, 
they are very useful and practical for communicative activities.  
6.2 Games as motivator 
        Yu (2005:46) clarified that "language games have effective ability to develop 
students motivation". So, using games in teaching English will vary a lesson and motivate 
students. English becomes useful and less frightening.(Mclaughlin, 2004: 95) 
        Accordingly, the lack of motivation is probably the greatest obstacle to learn. (Yu, 
2005:46)          
6.3 Interactive and supportive classroom atmosphere 
            Games can vary learning situations and change the atmosphere of classroom and 
so increase students motivation. Mclaughlin (2005:6) asserted that classroom games 




6.4 Games and competition  
          Jones (2005:1) stated that "competition can make even the dullest lesson exciting 
for both adults and children".  Hong (2002:1) stated that "Teachers need to consider 
which games to use, when to use them, how to link them up with the syllabus". 
6.5 Using games to enhance student achievement 
           Robert (2010:1-2) involved in more than 60 studies conducted by classroom 
teachers on the effects of games on students' achievement. The studies should that using 
games in the classroom is connected with 20 percentile point gain in student achievement 
and this is are latively strong finding. Robert (2010:1-2) stated that teachers can improve 
students' achievement in the classroom by using academic games as follows: 
6.5.1 Use inconsequential competition 
            By teaching a certain unit, a teacher ought to organize students into teams of four 
students. Each teams might play games four or five times during the unit. When they play 
a game, the first three teams who finish the game receive points (for example three points 
for the first team, two points for the second one and one point for the third team). After 
that the first three teams are given simple and fun reward, such as coupons to buy juice or 
any simple things. Throughout the year, students should participate in different teams to 
get the experience of winning and losing. However, points should be used for fun, they 
must not be recorded into students' grades.  
6.5.2 Target essential academic content 
         Unless games focus on the essential and the necessary academic content, they will 






6.5.3 Debrief the game 
          After carrying out a game with students in the classroom, the teacher should 
evaluate the game if it is applicable, easy, interesting or difficult. Thus, students can be 
asked questions to show their difficulties in playing a game. 
6.5.4 Have students revise their notes 
            At the end of the game, students should revise their understanding of the content. 
They can discuss difficult terms and concepts related to the content. The researcher 
believed that using the above points regarding games in the classroom develop the 
students achievement. Games have a significant effect on student achievement when 
teachers use them effectively and purposefully.     
6.6 Games are connected with enjoyment 
          Games can capture the attention of the students because players think deeply how 
to win and get good scores and this motivates them and make the lesson more interesting. 
(Deshpande, 2008:28) 
6.7 Games increases students' proficiency 
            Using games in the classroom gives students the ability to practise the language 
because they are given situations and have the chance to use real communication. Also, 
students drill and practise grammatical rules and other functions. (Deesri, 2002:3) 
6.8 Playing games means being active 
           Kramer (2000:5-6) stated that games encourage people to act, and this leads them 
to be active. Using games achieve the following advantages: 







 Thinking, combining 
 Planning 
 Making decisions 
 Concentrating  
 Training your mind 
 Receiving knowledge 







            According to Deesri (2002:2), when teachers want to choose certain games to be 
played in the class, they should first consider the games' purpose, students' characteristics 
whether they are old or young, and the suitable time of playing the game. Some games 
should be used in the morning, others in the afternoon and others on Friday.  
7- Kinds of games 
          According to Hadfield (2002:4) games are divided into two kinds: competitive 
games, in which players seek to be the first to reach the goal, and co-operative games, in 
which players work together towards a common goal.  
7.1 Computer games 
          Franciosi (2010:1) stated that classroom activities and computer games have 
common concepts in that both are goal-oriented and rule-driven processes designed to 
engage participants with challenges. Franciosi (2010:5) listed four common 




7.2 Video games 
           Video games are an interesting way to spend time with learners. They are full of 
academic multidisciplinary study and they attract students' attention in addition to 
enhancing course content. Video games expose students to the language, both spoken and 
 Goals that are perceived as clear and achievable. 
 Related challenges that gradually become more difficult. 
 Meaning choices for participants. 
 An uncertain outcome.  
 
Emotional Area 
 Rules, accepting laws 
 To learn how to work with others 
 To learn how to lose. 
 To learn more about yourself and others 
  To use fantasy and creativity. 
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written. Also, they motivate students in the classroom more than the books they study 
(Cruz, 2007:1-4).  
8- Games criteria 
          Kramer (2000:4-5) asserted that teachers should use games according to basic 
criteria as following: 
8.1 Common experience 
          Games make people together, regardless of race, gender and generation. The 
majority of games are multi-player games which lead to group experiences. Also, there 
are games which are played a lone. 
8.2 Equality  
          When students play a game, they have the same chance to win. 
8.3 Freedom 
            Students have the freedom to participate in a game or not. They shouldn't be 
forced by anyone. Playing games is not a work, not commitment, nothing you have to do. 
So, some questions are supposed to be asked before choosing a game. These are: 
- Which skills do the games practise? 
- What type of game is it and what is its purpose? 
- Does the difficulty level of game suit the students' ability level? 
- Does the game require maximum involvement by the students? 
- Do the students like it? 
- What specific vocabulary or grammar are you introducing or practising with this 
game? 
- Can you keep control of your class and play this game? 
- What materials do you need for the game and can you obtain these easily? 
- Are the rules of the game easy and clear? 
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As a matter of fact, effective language games should have clear rules, obvious goals and a 
lot of fun. (Mclaughlin, 2005: 95) 
              It is clear that games used in the classroom should have obvious objective and 
certain rules which contribute in achieving the education goal.  
9- Time  
          Teachers are supposed to set a time-limit to stop their students whether they finish 
the activity or not (Jones, 2000:5). According to Rinvolucrl and Davis (1997:2), the game 
activity should have a time-limit and write this up to be seen by all students. Teachers 
should give the students a warning before finishing a game so that students can start to 
finish off.   
10- Instructions : Presenting and organizing games 
            Rinvolucri and Davis (1997:xv) clarified that a teacher has to give his students the 
clear instructions of a game whether in clear English or in the students' mother tongue. 
To give obvious instruction, Rinvolucri and Davis (1997:xv-xvi) suggested the following 
points: 
10.1 A short reading comprehension 
          A teacher can write the expressions of the instructions on board; then he explains 
the game and asks the students refer to his written instructions as they play. Realistic 
skim reading also can be achieved.  
10.2 Picking it up as you go along 
         The teacher ought to start the game with little explanation. Students who understand 






10.3 Closed pairs 
          A student or a group of students begin playing a game and the others watch and 
follow them. Also, it can be done by playing the half of a game by a student and the 
whole class continue the other half. 
         In fact, when you show children what to do and, at the same time, give instruction 
for games in English, they will listen to you with a real purpose. (Slattery and Willis, 
2003) 
11- Organizing students 
            Organizing students in the classroom depends on the type of the activity. Some 
activities should be worked individually, some in pairs and some in small groups (Jones, 
2001:v). Jones (2000:5) stated that for pair work, students can either work with the 
person sitting next to them or the person in front of or behind them. For group work, two 
students can easily turn their chairs round to face two others behind them. 
           Kennedy (1999:110) pointed out that teachers face many problems in the 
classroom because of lesson planning and classroom management.  
           Therefore, managing the activities can be done by pair work, individual work, 
group work and often with work-class feedback and discussion. (Mclaughlin, 2005:36) 
12- The role of teachers 
            Mclaughlin ( 2005:6) asserted that when teachers carry out any games or 
activities with students, they should prepare the material in sufficient quantities, explain 
the activity and check students' answers at the end of an activity or a game.  
           Greiner (2010:39) pointed that: 
When giving instructions for a game it is first of all vital to explain to the students “why” they are 
going to play the game and how they will profit from it. If learners are aware of what they gain 
from a game they will be more engaged participants. Second it is important to explain “what” 
students are going to do while playing the game. This explanation should be done step-by-step. 
Third, the teacher should explain “how” the students have to play the game. Handing out 
photocopied rule sheets to each group is very helpful, as the learners can refer back to them and 
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refresh their memories if necessary during the game. Finally 40 it is important to clarify what the 
“outcome” will be. Students will be more focused and therefore will work more effectively if 
they know what they can expect at the end of the game. 
 
Summary 
         This part dealt with the theoretical framework of this study. It discussed two titles: 
grammar and game. 
          The researcher began the part talking about the English for Palestine in general, 
English for Palestine of grade twelve in particular and grammar lessons of 12
th
 grade. 
After the introduction of 12
th
 grade curriculum, the researcher concentrated on the 
concept of grammar and its definitions, kinds, techniques of teaching and its importance 
in the language itself. Furthermore, the researcher discussed the game strategy and its 
definitions, the importance of using games in teaching grammar and the criteria of 




















           This part dealt with the previous studies. The researcher used 26 studies 
concerning four domains. The first one tackles studies that examined the effect of games 
on learning and teaching grammar. The second is related with the studies which 
examined the effect of games in teaching English language and its different skills and 
sub-skills such as speaking, reading, writing, listening, vocabulary, grammar and 
spelling. The third tackles studies that examined the effect of games in teaching other 
school subjects such as chemistry, science, Arabic language, grammar and mathematics. 
The final domain tackles studies that investigated the effect of implicit method on 
teaching grammar in particular and English language in general. It is known that game-
strategy comes under the umbrella of implicit method which concentrates on an indirect 
way of teaching English as well as using enjoyment and interesting techniques in 
teaching the language.  
   
1- Related studies concerning using games in teaching grammar 
             Yu (2005) explored the effects of the use of games as a teaching strategy for 
raising the grammatical accuracy level of secondary student of German as a second 
language. This thesis seeks also to examine the effect of game-based grammar instruction 
on students’ motivation and classroom atmosphere. In addition, it explored that the use of 
game in practicing grammatical features may improve the students’ rate of accuracy, as 
well as create a more positive learning experience overall. The participants in this study 
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were divided into two groups, the control and experimental groups, and received 90 
periods, over 18 weeks, of grammatical instruction by the same teacher. The teaching 
program was the same for both groups. The difference consisted in the use of game-based 
practice for the experimental group, while the control group performed traditional 
grammar-based practice only. Data were collected using the following instruments: 
grammar tests and examinations, a questionnaire on motivation, a questionnaire on 
classroom atmosphere, a questionnaire on the type of grammar practice, a questionnaire 
on the grammar and grammar instruction, focus group interviews with students, and the 
researcher’s field notes. The findings of this study showed that the class became entirely 
student-centered. The researcher noticed several differences in student behaviour. He 
added that for the time in the classroom, instead of hearing a lot of Japanese, he heard 
predominately English spoken. Also, he observes students interacting with native English 
speakers. 
            Torlakovic (2001) aimed to explore the extent to which grammar inastruction 
contributes to improving learners’ performance and confidence in positioning adverbs in 
an English sentence. Over a two-week period two groups of ESL learners were exposed 
to 6 hours of grammar instruction. One group had teacher-fronted instruction while the 
other was exposed to CALL software. Both groups completed identical tasks in terms of 
format, instruction, task, features, content and feedback. The groups were given a pretest, 
an immediate posttest, and a delayed posttest. Findings showed a significant 
improvement on the intuition task and a significant confidence improvement on both 
intuition and production tasks for the computer group. The in-class and the control group 
showed on significant gains. It is hypothesized that frequency of exposure and practice 
accounted for the difference between the in-class and the computer group.  
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             Al Wahaibi (1998) examined the effects of games on the language structure and 
vocabulary in English language for 10
th
 grade students in Riyadh. One question was 
designed to this study: what is the effect of using games in teaching the language 
structure and vocabulary in English language for 10
th
 grade students? In fact, two 
questions and three hypothesis were derived. The study used a quasi-experimental 
approach. The sample of the study were two groups chosen randomly. One of them is an 
experimental one which consisted of 32 female students. This group was taught by using 
language games. The second group was control. It also consisted of 32 female students. 
The students of control group were taught by the traditional method. Data were collected 
by designing a test which was used as a pre and post test. The same test was used with 
the two groups. Also, the researcher designed some suitable language games for the 
structure and vocabulary of 10
th
 grade to English curriculum. The games and the 
traditional method were taught during the second term (two periods every week). The 
results showed that the language games improved students' performance in the structure 
and vocabulary more than the traditional method. Thus, the researcher recommended that 
language games should be used to improve students' performance in learning of 
structures and vocabulary of English. 
             Willoughby (1993) aimed to explore the instructional materials and related class 
activities for students of English as a second language and its effects on the students' 
performance. The researcher wanted to create the grammar-based dialogue card games to 
help his Japanese students to speak more English in class and to listen to each, and take 
more responsibility for learning on their own. The materials consist of one deck of 3-by-5 
inch picture cards and 46 grammar-based card activities. The deck of cards consists of 27 
different pictures in matching pairs, for a total of 54 cards. Participants were instructed to 
practice a dialogue in small group of 3-5 students, while playing one of three familiar 
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American card games. The findings of this study showed that the class became entirely 
student-centered. The researcher noticed several differences in student behaviour. He 
added that for the time in the classroom, instead of hearing a lot of Japanese, he heard 
predominately English spoken. Also, he observes students interacting with native English 
speakers.                                                                
            Cote-Moran (1991) explored the effect of games and classroom activities on the 
students’ performance that shows comprehension and assimilation of the material taught. 
The researcher clamed that classroom activities that encourage student performance in 
the initial learning stages, require sustained student participation, and maintain a high 
level of interest throughout the activity are among the most effective. 
Four classroom activities for second language learning were described. They included 
games and other exercises designed to enhance vocabulary development, review 
grammatical structure, encourage conversation on a variety of topics, and introduce 
cultural elements into instruction. All activities were intended for use in either small 
groups (two to four students) or large groups (the entire class divided into two 
teams). For each activity, required materials, preparations, object of the game, specific 
procedures, the first activity was the game of snakes and ladders, was designed to help 
students use and synthesize content material. The second, using the principle of the game 
of checkers, can be used to review information about two countries. The third, played like 
tic-tac-toe, five-in-a-row, was a fast-paced activity designed to review and reinforce 
vocabulary and grammatical structures. The fourth one is a puzzle using fairy tables. The 
findings of this study say that students respond enthusiastically to these activities because 
they share the common elements of excitement, purpose individual contribution and 
group support in decision-making. For writing practice, lower-level students can be 
assigned to write a brief summary of the story by using the vocabulary learned in context. 
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Advanced-level students can rewrite the story by changing the situations and adding 
more details. Researcher understand that games are highly motivating since they are 
amusing and at the same time challenging. Furthermore, they employ meaningful and 
useful language in real contexts. So, games are important of implicit teaching.  
            Melon (1991) aimed to explore the effectiveness of highly visually-oriented CAT 
for teaching difficult syntax skills to Deaf students. The researcher claimed that 
computer-assisted instruction (CAT) can enhance English language learning. So, 
educational software can offer hearing-impaired more rewarding opportunities for 
interactive language experience. In addition, CAT can employ graphics, windows, and 
reverse video to highlight and emphasize instructional points and to provide corrective 
feedback. The experiment dealt with the effectiveness of computer assisted instruction for 
the Deaf in the area of Orr nation of questions in English. The Question Game study was 
carried out in two stages, Yes-No Game, and WH-Game. The teaching materials were 
evaluated through their use by two groups of students in a school for the Deaf. Group A 
consisted of 8 students (2 male, 6 female) at the 7th1gth grade level, Group B, at the 
4th15th grade level, was composed of 9 students (5 male, 4 female). The original plan for 
evaluating the materials had called for a two phase intervention. There were two groups 
which are experimental and control groups. The first group was to receive the training 
while the second group was to be exposed to a place treatment. The researcher used three 
tests: a pre-test and two post-tests.  Analysis of the test scores showed that as a result of 
the CAl intervention, both groups A and B made significant gains of the test, 
demonstrating the students’ improvement in recognizing correct WH-Questions. It 
appears that CAl approach has substantial potential for accelerating the acquisition of 
English syntactic knowledge by deaf students. The Question -Game may enable students 
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to proceed through three phases of language learning with more facility. This approach 
suggested the desirability of building a complete CAT-syntax curriculum. It’s obvious 
that computer games are resource that can help the teacher to provide adapted teaching 
for the weaker students.  
2- Related studies concerning using games in teaching English language 
             Harb (2007) explored the effectiveness of educational games on the sixth 
graders' achievement of English language in Gaza southern governorates. In addition, this 
thesis aimed at familiarizing English language teachers with basic principles of 
designing, selecting and using games in teaching English language. The researcher used 
the experimental approach. The sample of the study was 94 male students from a school 
for boys and 98 female students. Data were collected by an achievement test of five 
scopes with 50 items. It was used as a pre and a post test. So, the experimental group was 
taught through the educational games strategy, while the controlled one was taught by the 
traditional method. The results of the study indicated that there are statistically significant 
differences in the sixth graders' achievement of English language due to the method in 
favor of educational games strategy. Besides this, it showed that there are statistically 
significant differences in the sixth graders' achievement of English language due to 
gender in favor of the female experimental group. In the light of the study, many 
recommendations were suggested. The recommendations were suggested to different 
people such as curriculum designer, decision makers, supervisors and English language 
teachers.  
            Qaddoum (2007) aimed to examine the effect of using educational games in the 
academic achievement and retention of English for the fourth grade students at Nablus 
governmental schools . The participants in this study were divided into two groups, the 
experimental group which was taught with educational games, and the control group 
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which was taught traditionally. The sample consisted of 120 students, of the fourth basic 
grade at Nablus governmental schools and they were divided into the above mentioned 
two groups. Data were collected by designing an achievement test and six educational 
games. The tool was shown to six experienced university professors at Al-Najah national 
university in order to make sure of the availability of the tool. The main result of the 
study is that pupils' achievement concerning the level of remembering, comprehension 
and application in the post measure was better than their achievement concerning the 
same level in the pre and retention measures. Finally, using the educational games in 
teaching English as an integrated strategy is recommended to facilitate the students 
understanding, and to achieve the desired educational goals.  
             Abdoun (2009) aimed at identifying the effects of educational games on 
improving the spelling of English language for 6
th
 grade students. The researcher used the 
experimental method in this study. The sample of the study consisted of sixty-six female 
students. So, two groups were formed, one of them was experimental and consisted of 33 
female students and was taught by using the educational games. The other was controlled 
and also consisted of 33 female students but it was taught by the traditional method. An 
achievement test was designed to collect the data. The results showed that there were 
significant differences between the two groups, in favour of the experimental one. 
Finally, it was recommended to use the educational games in other skills of English 
language and other school subjects.  
             Abu Qulbein (2004) investigated the effect of using language games on 
vocabulary achievement of seventh grade students who learn English as a foreign 
language at (UNRWA) and Palestinian authority schools in the district of Jerusalem. 
Also, this thesis seeks to make an effective reference for educators who look for new 
methods in teaching languages, especially teaching English language and to make the 
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process of teaching and learning easier. The population of the study consisted of all 
seventh graders (male and female) students who learned student's book 3 in the district of 
Jerusalem. In the year (2001-2002), the number of the students who learned this level in 
this district was 945 divided into 352 school boys, and 593 school girls. The sample of 
the study was 154 boys and girls of seventh graders. The researcher selected two schools 
out of seventeen schools in the district of Jerusalem. One of them is a school for boys and 
the other one is for girls. The sample 154 was divided between boys and girls. The boys 
were 80, seventh graders. They were distributed in two classes in the same school. One of 
the classes is 39 and the other is 41. the second school is for girls. The sample of girls 
was 73. Also, they were distributed in two classes 36 and 37. After that, the experimental 
groups and the controlled ones in both schools were chosen randomly by drawing lots. 
The experimental groups were taught by using the language games method, while the 
controlled ones were taught by the traditional method. Data were collected by using the 
language games and the vocabulary achievement test. In fact, the language games were 
applied during ten weeks. Each game was presented in one period at a maximum time of 
35 minutes under the supervision of the researcher in the girls' school, and an English 
teacher in the boys' school. At the end of the process, both the researcher and the English 
teacher carried out the achievement test to find out students' achievement in vocabulary 
for both groups in each school. The results showed that there was no significant 
difference between the experimental and the controlled groups in the level of their ability 
in English as a foreign language and also due to gender. On the other hand, the results 
showed that there were differences in the means between the experimental and the 
controlled groups in the vocabulary achievement test in favour of the experimental group 
which mean that language game strategy affects students achievement in vocabulary. At 
the end of this thesis, many recommendations were suggested. The recommendations 
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were written to ministry of education, Palestinian material writers, supervisors and 
teachers of EFL. In fact, the most important recommendations seemed to be that the 
Palestinian English curriculum should be enriched with different kinds of games and 
teachers should be trained how to develop and to use special games to their students.  
               Al-Madanat (2000) explored the effect of using games on the seventh grade 
English language curriculum in the conceptual reading (98) male and female students 
were selected and randomly distributed into an experimental and controlled groups. The 
researcher chose lesson 2 to be taught to the both groups. The experimental one was 
taught the lesson by using language games, while the traditional method was used with 
the controlled one. To collect the data, an achievement test with (50) items was designed 
and validated. The findings indicated that there were statistical differences between the 
experimental and the controlled groups in favour of the experimental one and this is due 
to language games. On the other hand, the study showed that there is no statistical 
differences owing to gender, and the interaction between the teaching method and gender. 
Finally, the study recommended the importance of using language games in more studies, 
language skills and other various subjects.  
             Al-Nimrat (1995) aimed at exploring the effect of using language games on the 
tenth grade students' achievement of vocabulary. The sample of the study was (200) 
female and male students and they divided into two groups, experimental and a 
controlled one. The controlled group was taught the vocabulary by using the traditional 
method while  the experimental group was taught the same vocabulary by using different 
language games. An achievement test was designed to collect the data and it was a pre 
and a post test. After analyzing the results, the study showed that there were significant 
statistical differences on the achievement of the study sample which could be attributed 
to the use language games. Finally, it was recommended the necessity of using more 
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games in English language and its other skills such as structures, conversation, and 
pronunciation.  
              Abdo (1993) explored the effect of language games on supporting the oral 
communicative skills (receptive and productive) in English as a foreign language. The 
sample of the study was purposive, selected from the first basic grade from one of the 
private schools in Amman. The sample was divided into experimental group and a 
controlled one. The oral communicative skills were taught to the experimental group by 
using the language games method and the controlled group was taught the oral skills by 
the traditional method. The data were analyzed using the two-way analysis of variance to 
compare the means at ( α ≤ 0.05) between the experimental and the control groups. The 
results showed that educational games method had effective and positive effect on the 
performance of the students more than the traditional one. 
            Meskill (1990) aimed to examine the effect of games on the motivation of 
students who spoke English as a second language. The study sample consisted of 
fourteen students who learned English as a second language; two of the students were 
from Europe, two from the Middle East and the others were from south and middle 
America, Africa and Asia. All the participants spoke English as a second language. The 
students could communicate with each other by using idioms related to the game. So, the 
game had many movement in perusing a thief and catching him. The game aimed at 
focusing on the meaning included in the text of the game, and at dealing with it as if it 
was real. The findings of the study indicated that the effect of game on students' ability in 
getting information and dealing with it in English was positive. 
             Bernaus (1987) aimed at identifying the importance of games in activity and 
motivating students by certain dramatized texts which were acted on school stage. The 
study sample was a group of Spanish students aged between 14 and 15. the students 
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studied English as a second language in a secondary school in Spain. The instrument of 
the study was an questionnaire which was used to measure the students' attitudes towards 
English language. The questionnaire were given to the students at the beginning of the 
school year. In fact, it was a pre and post questionnaire. The findings of the study 
indicated positive attitude towards learning English after teaching the students English 
language by using educational games. Thus, 75% of the students chose English language 
while 50% of the students did like learning English.  
3- Related studies concerning using games in teaching other school subjects 
            Al-Mubireek (2003) examined student preferences for and performance on 
gender-oriented versus gender-neutral educational computer games. Also, the thesis 
investigated if educational computer games affect girls' and boys' perceptions of the study 
of mathematics and the relevance of mathematics to their lives. The study was designed 
to answer six questions. The most important one is: Does playing computer games affect 
students' perception of the subject of math? The study was conducted with two fourth-
grade classes at a Midwestern Public Elementary School. Data were collected by a 
descriptive correlational research and a qualitative research data-collection approach. 
Also, pre-game-playing and post-game-playing interviews, performance data based on 
computer game scores, and the researcher's observations were used. In fact, participants 
were asked to play three specific computer games: a female-oriented game, a male-
oriented game, and a gender-neutral game . The findings showed that boys scored higher 
on all three computer games with repeated sessions of play, the girls' scores increased 
significantly and the girls' final scores were close to the boys' final scores. In addition, the 
study indicated that both girls and boys believed the subject of math was relevant to their 
daily lives both before and after the game-playing. Moreover, the study showed that 
math-related educational computer games that are gender-neutral in orientation can 
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appeal to both girls and boys and can positively affect their perceptions of the subject of 
mathematics. The researcher recommended using games in teaching math because 
participants did not become bored as they found the games challenging. The participants 
particularly liked games that would progressively become more challenging. Also, the 
computer games enabled the participants to associate mathematics with pleasure.   
             Bahadli (2003) investigated the effects of educational games on students 
achievement in the subject of chemistry. Accordingly, the researcher designed three 
hypothesis. The most important one is: There are no statistically significant differences at 
(α≤0.050 between the performance of the control group and that of the experimental one 
when they are taught chemistry using educational games. Some educational games were 
designed based on the 8
th
 grade chemistry curriculum. The participants of the study were 
30 students presented the experimental group and taught by using educational group. The 
other one was 29 students presented the traditional one and vas taught by using the 
traditional method. Data were collected by an achievement test with 30 items and was 
applied in the first term. The findings of the study indicate that using educational games 
into teaching chemistry improve students' achievement and improve the curiosity of 
students. Accordingly, the researcher recommended that it is necessary to use the 
educational games in teaching chemistry for 8
th
 grade. Also, it was recommended that 
teachers of chemistry should be trained how to design the educational games through 
educational courses. In addition to the above mentioned, the curriculum of chemistry 
should be included educational games. 
             Hassan (1999) explored the importance of using educational games in teaching 
Arabic language grammar. The researcher chose to teach the "present verb" for fourth 
graders in the government schools in the district of Asyute in Egypt. The participants 
were three groups. One of them was experimental one and the other two groups were 
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controlled. To collect the data, the researcher designed an achievement test and applied it 
on the experimental and the control groups. In fact, the aim of the test was to show the 
effect of using the previous way on the students achievement and on their ability of 
keeping information they have already learned about language. The results were analyzed 
by using t-test, and indicated obvious effect of games on the achievement of the 
experimental group which members were able to keep the structures they have learned in 
their minds. Finally, the study recommended to design games for the other grammatical 
subjects of fourth grade curriculum.  
              Ahmed and Al-Morsi (1998) investigated the effect of educational games on 
fifth grader's achievement in science and their attitudes towards it. The sample of the 
study was (60) male and female students of fifth grade in Al-Khattab school in Al-
Mansoura. An achievement test was designed to collect the data and to measure the effect 
of the educational games on students' achievement and to measure the students' attitudes 
towards science as a result of using the educational games. The findings of the results 
showed that there were significant differences between the experimental group and the 
controlled one in favour of the experimental group. Also, the study indicated that there 
was positive attitudes towards science as a result of the educational games.      
             Abo Rayya (1993) investigated the effect of using computerized games to 
develop different mathematical skills by sixth grade students in private schools in 
Amman. The sample of the study was (101) male and female students from a private 
school. The sample was randomly divided into two groups, controlled and experimental. 
The experimental group was taught mathematics through computerized games and the 
control one was taught by the traditional method. The computerized games were carried 
out on the computer screen. The tool of the study was an achievement test to collect the 
data. The results were analyzed by using ANOVA technique. The results indicated that 
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there were statistically significant differences in the achievement of the two groups in 
favour of the experimental group due to the computerized games. On the other hand, the 
findings showed that there was no statistically significant effect in student's achievement 
due to sex. The study recommended the necessity of applying more studies on different 
subjects based on games.  
4- Related studies concerning using implicit method in teaching English 
language 
                Larkefjord (2007) aimed to investigate what different ways there are to teach 
English grammar at upper secondary level and what guidance experienced teachers have 
to offer. The study explored two ways which are explicit and implicit grammar. 
Interviews were used in this study. The researcher interviewed seven experienced 
teachers to find out what they believe works best in their classrooms today.  
The interview questions deal with how they teach grammar, what grammar they want 
students to learn and how their grammar teaching has changed over the years. The 
questions also regarded how the teachers assessed their students grammar knowledge and 
what material they used in their lessons. The results of this study showed that explicit 
grammar teaching has decreased over the years and been replaced by implicit grammar 
has become integrated with activities focusing on meaning and is taught more through to 
need grammar rules as much, since they learn the language in a native-like way almost. 
However, the students make some mistakes. Each teacher had different methods for 
dealing with these mistakes, but they seemed to be keeping in mind the students’ need 
and the curriculum. 
              Sandell (2007) aimed to investigate teachers’, students’ and researchers’ 
opinions on the idea of using literature to motivate students into learning grammar. The 
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researcher wished to take a closer look at the response from students and their attitude 
towards applying the teaching of grammar to real fiction, such as novels, poems and 
articles. The study was based on a questionnaire given to 23 students at an upper 
secondary school after participating in a lesson. The study was also based on literature on 
the subject and three personal interviews. The findings showed that the students were 
very positive towards the idea and stated that it would feel more real to be taught 
grammar from real texts. The researchers did not want to teach grammar sections as 
before. Instead they choose to use a more individual response strategy which they feel 
gives better results. The interviewed teachers expressed very positive opinions 
surrounding the use of real texts in grammar teaching. They preferred to use their 
students’ own written material to give individual grammar response. The idea of using 
real texts instead of a textbook is given both positive and negative credit. The researcher 
think that literature, like games and computer games, contextualize grammar lesson 
effectively as well as it reflects cultural themes.  
               Wu (2007) aimed to investigate if explicit experienced Grammar instruction 
could improve teacher candidates’ spoken grammatical accuracy. The research was 
conducted to investigate the degree to which instruction could help advanced English 
learners improve oral grammaticality. Accordingly, there were two main research 
questions: Does Explicit Experienced Grammar instruction has a positive effect on 
spoken grammatical accuracy of English Teacher Candidate in the English conditional 
structure? Does Explicit Experienced Grammar instruction impair spoken fluency of 
English teacher candidates in their use of English conditional structures? Thirty-six 
participants were randomly assigned to two levels of the treatment on English conditional 
structure for five sessions of Grammar instruction. The instrument used to measure the 
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participants’ performance on the pretest and posttest was the one-on-one oral interview. 
The data was analyzed using the ANCOVA procedures, controlling for any initial 
difference between two study groups. The findings of this study showed that grammar 
instruction could improve spoken grammatical accuracy of English teacher candidates in 
Taiwan, who are advanced English learners. In addition, the increased grammatical 
accuracy was not obtained at the expense of fluency. Moreover, the findings contributed 
to an understanding of formal grammar instruction. Grammar instruction can help an 
advanced L2 learner to learn a syntactically complex grammar structure, such as the 
English conditional sentences. I think this provided evidence that advanced EFL learners 
improved their English spoken grammatical accuracy as a result of explicit grammar 
instruction and also showed that the improvement was not obtained at the expense of 
fluency. In short, accuracy and fluency are correlated, and further study is needed to 
identify both the type and strength of the correlation.  
              Nel (2005) aimed to examine whether aural processing of input in a situation of 
implicit instruction can build a knowledge base that is available for both comprehension 
and production tasks. Fifty-five Dutch students learned a miniature linguistic system 
based on Spanish. Three training conditions were compared in which noun-adjective 
gender agreement was the learning target. The first group of participants received 
receptive training; the second group received receptive and productive training, and a 
third group served as a control. The control group received no training of the target 
structure and only read an explanation of the target structure rule. Receptive knowledge 
was assessed with a self-paced listening test, a match-mismatch test, and a grammatically 
judgment task. Productive knowledge was tested with a picture description task in single-
and dual-task conditions. A post experimental questionnaire tested whether any explicit 
knowledge had been induced. Results showed that the receptive and receptive productive 
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training programs succeeded in building a knowledge base that was used in 
comprehension but much less so in production. These results will be interpreted in light 
of processing and the distinction between implicit and explicit knowledge.  
              Domangue (2002) investigated the effects of implicit, explicit, and synergistic 
training on learning an artificial grammar. Participants were trained to generate examples 
of an artificial grammar by bubbling in letters from exemplars (implicit training), 
observing a diagram of the grammar then reproducing it (explicit training) or tracing the 
path of exemplars through a diagram of the grammar (synergistic training). Performance 
was measured using a cued generate task. It provided a templar that fit the template. The 
computer corrected the exemplar when it matched at least 70% of the letters in a valid 
string. Results showed that both explicit and synergistic training led to generation of 
better quality exemplars (close to 100% match). Also, implicit and synergistic training 
led to generating more exemplars good enough (at least 70% match) to fit into a wide 
variety of contextual cues. Finally, the researcher said that for both quality and 
generativity of exemplars synergistic training seemed the most beneficial. 
               Wuttipornong (2000) aimed to explore opinions of university Thai EFL 
students, who have been subject to a conventional teaching approach for years, on adding 
communicative tasks in grammar-based classes. The interviews conducted with students 
revealed instructional techniques that they themselves believed would be beneficial in 
encouraging greater participation in tasks. The results indicated that Thai students were 
reluctant to complete tasks in English because of shyness, particularly when conversing 
with peers, a lack of competence in language skills, and fear over losing face. Thus, the 
study showed that Thai students want to have communicative tasks in grammar learning, 
but only with formal instruction prior to the tasks. Based on the above literature review, 
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the researcher concluded that implicit teaching of grammar is an attractive way which 
encourage students to learn grammar and to be more active in the class. The researcher 
has noticed that implicit teaching provide students with welcome communication-rich 
grammar practice activities. In short, implicit grammar could improve 
spoken grammatical accuracy and fluency of English.  
Commentary on the previous studies 
           It was clear that the above-mentioned studies were divided into four domains. The 
first handled the studies related to the effect of game on English grammar. The second 
showed the effects of games on the other skills of English language such as oral 
communication, English spelling, vocabulary and reading. The third displayed those 
studies which were connected with the effects of educational games on other school 
subjects such as chemistry, mathematics and science. The fourth one presented the effects 
of implicit teaching on learning grammar and the different skills of English language.    
In fact, from the previous studies the researcher deduced and concluded the following: 
1. Implementing educational games on English language and its skills as well as 
other school subjects showed positive results on the students achievement and the 
students' attitudes towards the teaching-learning process and the atmosphere of 
the classroom.  
2. The findings of many previous studies reflected that there are clear weakness in 
the techniques of teaching English language in general and English grammar in 
particular which support the need for this study.  
3. All the previous studies reviled the role of the teacher in improving teaching 
English grammar. 
4. Most of the previous studies indicated that the educational games create positive 
and effective atmosphere for all students with their different levels. 
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5. The previous studies emphasized that the educational games make students feel 
more interested and excited decrease their fear and anxiety and be more active 
and good participants. 
6. The previous studies indicated that educational games provide the students with a 
special atmosphere full of attraction, competition, luck and excitement which 
increase their motivation. 
7. The previous studies showed that educational games enhance students' high skills 
such as thinking, analyzing and to be a decision maker and a better problem 
solvers.  
8. The previous studies indicated that the educational games promote students' 
ability to communicate and speak English in a good way. That is, they enhance 
students' competence of communication as they enhance their language. 
9. All of the previous studies showed that by using games in teaching English, 
learning process depends on the students which is called students center. This 
process creates active learners and good participants at English language. 
10. The previous studies showed that implicit teaching has better effects on the 
students' achievements more than the explicit one. Emphasizing that educational 
games come under implicit teaching umbrella. 
11. Some of the previous studies showed that educational games have good effects on 
learning school subjects. 
 
             On other words, the previous studies were 26. some studies like Yu (2005), Al-
Wahaibi (1998) and Willoughby (1993) explored the effects of games on learning 
structure and grammar. Other studies such as Harb (2007) explored the effectiveness of 
educational games on the sixth graders' achievement of English language, Qaddoum 
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(2007) aimed to examine the effect of using educational games in the academic 
achievement and retention of English for the fourth grade students, Abdoun (2006) aimed 
at identifying the effects of educational games on improving the spelling of English, Abu 
Qulbein (2004) investigated the effect of using language games on vocabulary 
achievement, Al-Madanat (2000) explored the effect of using games on the seventh grade 
English language curriculum in the conceptual reading. Al-Nimrat (1995) aimed at 
exploring the effect of using language games on the tenth grade students' achievement of 
vocabulary, Abdo (1993) explored the effect of language games on supporting the oral 
communicative skills, Meskill (1990) aimed to examine the effect of games on the 
motivation of students who spoke English as a second language and Bernaus (1987) 
aimed at identifying the importance of games in activity and motivating students by 
certain dramatized texts. So, these studies proved that educational games have positive 
effects on English language and its different skills such as reading, speaking vocabulary, 
spelling and motivation for learning English. 
            In addition, there were studies which showed that games had clear effect on 
learning school subjects like Bahadli (2003) which investigated the effects of educational 
games on students achievement in the subject of chemistry. Hassan (1999) explored the 
importance of using educational games in teaching Arabic language grammar, Abo 
Rayya (1993) investigated the effect of using computerized games to develop different 
mathematical skills and Ahmed and Al-Morsi (1998) investigated the effect of 
educational games on fifth grader's achievement in science. 
           The last domain of the studies dealt with the implicit teaching and its effects on 
learning English language and under this titles students like Lakefjord (2007), Sandell 
(2007), Wu (2007) and Nel (2005). 
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             In addition to the above mentioned, most of the previous studies focused on the 
story correlation between educational games and learning English language such as Abu 
Qulbein(2004), Harb(2007), Bahadli(2003), Abdoun(2006), Abdo(1993) and Al-
Nimrat(1995). 
            Furthermore, the majority of the studies used the experimental method and most 
of them used an achievement test as a suitable tool to collect data, population and sample 
of the previous studies were different from one study to another in number, gender and 
age. Concerning the place, all the previous studies were applied in different countries, 
while Abdo (1993) from Amman, Hassan (1999) is from Egypt. 
             Regarding to statistical treatments which were used in the previous studies to 
measure the results, they were varied, independent, samples t-test, ANOVA and others. 

















          This chapter showed foreign and Arab studies which dealt with games from 
different aspects. The studies were classified under four domains. The first domain 
showed relevant studies concerned with the effect of games on learning grammar. The 
second presented relevant studies concerned with the effects of games of learning English 
language and its different skills. The third dealt with the studies which examined the 
effects of games on teaching and learning other subjects and activities. 
          The majority of the studies emphasized that game-strategy had positive effects on 
learning English language and other school subjects. Also, it was clear that both Arab 
studies and foreign studies proved the importance of games in teaching despite the 
different environment and the facilities.  
          It was obvious that educational games had unlimited benefits and advantages in 
learning-teaching process. So, researchers were demanded to conduct more experimental 
studies in teaching language, especially teaching English grammar as it is essential for 
spoken and written language. In a short, the previous studies indicated that the 
educational games had positive effect on students' achievement in different school 
subjects in general, and in the English language in particular.  







































           This is the chapter of methodology which dealt with the procedures the researcher 
had gone through. It gave complete information about the population, the sample, the 
data collection tools and the statistical treatment of the findings. 
1- Research design 
            The researcher adopted the experimental approach due to the nature of the 
research which aimed at finding the effects of game strategy on the learning of grammar 
for the twelfth grade students. To achieve the aim of this study, two groups were chosen, 
an experimental one and a control one. The experimental group was taught grammar 
according to game strategy which taught grammar through fun and enjoyment as well as 
creating positive atmosphere and interesting feeling and emotion. And the control group 
was taught grammar through the traditional method which focused on the explicit 
knowledge by discussing the rules and the features of grammar consciously.  
 
2- Sample of the study 
           The representative sample of the study was selected randomly and consisted of 80 
twelfth grade students divided into two classes at Palestine secondary school for boys in 
West Gaza. One of the classes represented the control group of 40 male students; and the 
other represented the experimental one of 40 male students. The following table 





Table (3.1 ) 
The Number and the Percents of Students in the Sample 
Students Experimental Control Total 
Count 40 40 80 
% 50% 50% 100% 
 
3- Research instrumentations 
               In order to collect the data that help achieve the aim of the research, the 
researcher employed the following tools: 
 A checklist of grammar lessons for 12th grade. 
 An achievement test (pre and post test). 
 Educational games. 
3.1 Choice of grammar checklist  
           Focusing on English curriculum for grade 12, the researcher found that the 
curriculum had fourteen grammar lessons which were: making questions based on 
present simple and past simple, verb to be and verb to have, present tenses, past tenses, 
modal verbs, zero and first conditionals, second and third conditionals, passive voice, 
infinitive and gerund verbs, indirect questions, pronouns, prepositions, relative clauses 
and articles. 
           Through consulting professors at the Islamic University, the researcher decided to 
choose five grammar lessons of the fourteen. 
 
The researcher designed a checklist, appendix (1), containing the fourteen lessons and 
then distributed it to 13 teachers  who teach English language for grade twelve. 
              The teachers were asked to select the most important five grammar lessons, 
according to their point of view, from the checklist.  




Table ( 3.2) 
The Five Most Important Grammar Lessons 
Grammar Lessons Percentage of Importance 





 Conditional 86% 
Passive Voice 80% 
Pronouns 80% 
Relative Clause 73% 
           
           Accordingly, the researcher applied the experiment by using the five selected 
grammar lessons.  
3.2 Designing the achievement test  
Designing the test passed through the following steps: 
3.2.1 Aims of the test 
           The test, appendix (2), aimed at measuring the achievement of the control group 
and that of the experimental one. Being used as a present, it aimed at proving that both 
groups were equivalent in terms of obtaining grammar. Then being used as a post-test. It 
aimed at identifying any possible progress and difference in the achievement of both 
groups.  
3.2.2 Validity of the test 
It was proved valid according to: 
a- Content validity of the test  
          The test was designed according to a table of specification. In order to design such 
a table, the researcher, who had previously attended a training course, at Al-Majda 
Waseela for training governmental teachers, about how to build a test, analyzed the 
activities and exercises of grammar lessons latent in grade twelfth English textbook. To 
assure the reliability of the analysis, the researcher adopted the inter-rater type of 
reliability. Thus, a supervisor of English language analyzed the same activities and 
exercises. Both analyses encompassed both the student's book and the workbook. 
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            The following equation was used to compute the coefficient of reliability (CR) 
between both analyses. CR=2M/(N1+N2), since:  
CR: the coefficient of reliability. 
M: the number of the agreed categories during analysis. 
N1+N2: the summation of analysis categories.  
Table (3.3) showed the overall frequencies of the analyzed skills and the CR. 
Table (3.3) 




Researcher Supervisor Coefficient  of 
Reliability CR Freq. Percent Freq. Percent 







23 13% 22 12.5% 96% 
Passive Voice 32 18.18% 32 18.18% 100% 
Pronouns 41 23% 40 22.72% 98% 
Relative Clause 26 14.77% 26 14.77% 100% 
    
              Table (3.3) showed that all reliability coefficients were high and acceptable, 
which mean that the analysis is reliable and applicable. 
              In fact, the percentages of the analyzed skills mentioned in table (3.3) were 
reflected in the pre-test. But, when designing the test items, the researcher found that 
these skills percentages needed some bit modifications in order to get rid of halves and 
quarters of items. Thus, the final percentages are shown in the following table of 














Table of Test Specification 
 
   Grammar 
Test Qs 
Present  If  Passive Pronouns Relative Total 
Q1 item  
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 b- Referee validity 
              The researcher refereed the test by a panel of specialists in English language and 
methodology, in the Islamic University, supervisors and experienced teachers, see 
appendix(5). According to their recommendations and advice, some modifications and 
changes were made.  
c- Internal consistency validity 
               To compute the internal consistency of the test items, the researcher used 
Pearson correlation coefficient. To measure such validity, Pearson correlation computed 
the correlation of the following: items with their domains, the items with the total test and 




















Present tenses  
1 0.518** 0.659** 23 0.794** 0.818** 
2 0.685** 0.576** 31 0.540** 0.683** 
3 0.731** 0.701** 32 0.434* 0.465** 
11 0.408* 0.663** 33 0.758** 0.665** 
12 0.816** 0.567** 41 0.760** 0.701** 
13 0.655** 0.459* 42 0.389* 0.462* 
21 0.565** 0.654** 43 0.815** 0.659** 






4 0.758** 0.665** 34 0.731** 0.568** 
5 0.760** 0.701** 44 0.581** 0.383* 
14 0.643** 0.555** 45 0.612** 0.615** 
24 0.474** 0.567**    
Passive 
6 0.453* 0.437* 26 0.400** 0.676** 
7 0.456* 0.516** 35 0.635** 0.800** 
15 0.405* 0.506** 36 0.515** 0.435** 
16 0.403* 0.600** 46 0.599** 0.619** 
25 0.665** 0.452* 47 0.451** 0.759** 
Pronouns 
8 0.784** 0.463** 37 0.609** 0.485** 
9 0.755** 0.423* 38 0.719** 0.463** 
17 0.489** 0.761** 39 0.409** 0.804** 
18 0.642** 0.442* 48 0.538** 0.745** 
27 0.536** 0.439* 49 0.768** 0.481** 
28 0.583** 0.780**    
Relative Clause 
10 0.627** 0.726** 30 0.736** 0.797** 
19 0.492** 0.544** 40 0.729** 0.545** 
20 0.585** 0.712** 50 0.649** 0.431* 
29 0.757** 0.753**    
(*) the correlation coefficient is significant at (0.05) level. 
(**) the correlation coefficient is significant at (0.01) level. 
 
Also, the researcher computed the correlation of the test domains with the test as a whole. 












Internal Consistency Validity of the Test 
 
Domain 
Correlation with total  
test score 








Relative clause 0.805** 
 (**) the correlation coefficient is significant at (0.01) level. 
 
3.2.3 Reliability of the test 
Reliability: Mackey and Gass (2005:128) defined reliability as "instrument consistency". 
That is, if a student get a high mark in a certain subject test, it would be expected that he 
would also receive a high mark if he took the same test. 
1- Kud-Richardson (K-R20) 
       (K-R20) depends on calculating the percentages of correct answers to the test 
items, and also on the variance of every item. 
2- Split Half Method  
                 It depend on splitting the test for two parts, and calculating the correlation 
between the parts, then making a correction for the correlation coefficient by Spearman – 
Brown Prophecy Formula. (Abu Hattab & Sadeq, 1980: 14) 
Table (3.7) 
(K_R20) and Split Half Coefficients for the Test Domains 
Test Domains (K_R20) coefficient split Half coefficient 
Present 0.77 0.75 
If 0.83 0.81 
Passive 0.79 0.78 
Pronouns 0.81 0.77 
Relative clause 0.80 0.78 






3.2.4 Description of the test items 
           Focusing on the achievement test, the total number of the test questions was 5 with 
50 items. Each question consisted of 10 items and every item has one mark and 
represented 2% of the overall percentage. Therefore, the total marks given to the test 
were 50. 
            In addition, the five grammar lessons: present tenses, the second and the third 
conditional, passive, pronouns, and relative clause were presented in each question 
according to their percentage in the table of test specification. 
              Question (1) consisted of ten true/false questions, items 1,2 and 3 examining 
present tenses; items 4 and 5 examining the first and the second conditional; and items 6 
and 7 examining passive voice; items 8 and 9 examining pronouns, item 10 examining 
relative clause.  
             Question(2) consisted of ten multiple-choice questions. Items 11,12 and 13 
examining present tenses; item 14 examining the second conditional; and items 15 and 16 
examining passive voice; and items 17and 18 examining pronouns, and items 19 and 20 
examining relative clause. 
           Question(3) consisted of ten pairs and the student have to choose the correct pair 
in each one. Items 21,22 and 23 examining present tenses; and item 24 examining the 
first and the second conditional; and items 25 and 26 examining passive voice; and items 
27and 28 examining pronouns, and items 29 and 30 examining relative clause. 
            Question(4) consisted of ten sentences. In each one, there is a grammatical 
mistake and the students have to find out and correct them. Items 31,32 and 33 examining 
present tenses; and item 34 examining the first and the second conditional; and items 35 
and 36 examining passive voice; and items 37, 38 and 39 examining pronouns, and item 
40 examining relative clause. 
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              Question(5) consisted of ten sentences. Students have to rewrite the sentences 
using the words in brackets. The words have grammatical functions. Items 41,42 and 43 
examining present tenses; and items 44 and 45 examining the first and the second 
conditional; and items 46 and 47 examining passive voice; and item 48 examining 
pronouns, and items 49 and 50 examining relative clause. 
3.2.5 The experimentation of the test 
             In fact, in order to examine the suitability and appropriateness of the test in terms 
of time, difficulty and discrimination coefficients, the test was conducted (as a piloting 
test) on a randomly selected group of male students, 30, who had similar characteristics 
to the target groups, control and experimental. These three groups studied at the same 
school, Palestine Secondary School for boys in Gaza and were from the same cultural and 
environmental background. 
            The researcher used the following equation, computed the test time. 
 
Test time =        the time needed for the 1st student to leave the room +the time needed for the last student to leave the room 
                                                                                 2 
          After applying the equation, the researcher found that the time needed for the pre-
test to be applied was 65 minutes. 
           The difficulty factor of a test was computed according to the following equation. 
(O`dah, 2002:125) 
 
                                 No. of wrong responses to an item  
      Difficulty =                            
                                 No. of the students who responded to the same item 
 
The discrimination factor of a test item is computed according to the following equation.  




                                    No. of correct answers to an item in the high-achieving group − No. of  correct answers 
                                                                           to the item in the low-achieving group  
Discrimination =   
                                                      No. of the students in one group 
 
Table (3.8) described these factors:  
Table (3.8 ) 




















1 0.67 0.63 18 0.73 0.38 35 0.20 0.63 
2 0.60 0.38 19 0.27 0.63 36 0.20 0.50 
3 0.47 0.75 20 0.20 0.75 37 0.40 0.25 
4 0.33 0.88 21 0.40 0.75 38 0.47 0.63 
5 0.20 0.50 22 0.40 0.63 39 0.23 0.50 
6 0.40 0.63 23 0.47 0.50 40 0.30 0.25 
7 0.30 0.50 24 0.73 0.38 41 0.23 0.63 
8 0.67 0.63 25 0.67 0.50 42 0.40 0.88 
9 0.47 0.38 26 0.60 0.50 43 0.60 0.38 
10 0.50 0.50 27 0.27 0.75 44 0.73 0.25 
11 0.40 0.50 28 0.23 0.38 45 0.27 0.63 
12 0.27 0.75 29 0.33 0.88 46 0.33 0.50 
13 0.20 0.38 30 0.50 0.50 47 0.50 0.75 
14 0.43 0.63 31 0.40 0.25 48 0.47 0.75 
15 0.47 0.75 32 0.43 0.50 49 0.50 0.50 
16 0.30 0.38 33 0.43 0.63 50 0.40 0.63 
17 0.27 0.38 34 0.23 0.50    
The table above showed that the difficulty factors for the test items were 
between (0.98 – 0.73), which statistically acceptable because it’s in the acceptable 
range 20%-80% according to the statistical indicators. (Abu lebda, 1982: 339) 
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The discrimination factors also in the acceptable range, it was above 20% for 
all test items.(Zayoud & Elyan, 1998: 172). So, the test items had good difficulties and 
discriminations factors. 
3.3 The language games 
            In this study, five language games were developed by the researcher from 
different sources. 
3.3.1 The aim of the games 
           The researcher used five different games to teach five grammar lessons of 12
th
 
grade which are: present tenses, the first and the second conditionals, passive, pronouns 
and relative clauses. The games were used to teach the experimental group.  
3.3.2 Developing the games 
While developing the games, the following aspects were taken into consideration: 
1. The aim of each language game. 
2. The method and the directions of each game. 
3. The time needed to carry out each game. 
4. The number of students who should cooperate to carry out the game in 
each group. 
5. The structure used in each game. 
6. The worksheets and drawings used to teach the new structure. 
7. The sheets of answers given to students at the end of each activity. 
8. The rules of each games. 
3.3.3 The validity of the games 
           To test the games validity, the researcher submitted games to some English 
language supervisors and teachers to be judged and criticized. (See appendix 5) 
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             The researcher did the required adjustment according to their recommendations. 
After developing the games and adjusting them in their final form, five grammar lessons 
were taught by using the following games: 
1) Talking Football Game and the Descriptive Situation Game: aimed to teach the 
present tenses. While talking football game aimed to teach present simple and present 
continuous, the descriptive situation game aimed to teach present perfect and present 
perfect continuous. These present tenses are from lesson five of unit two. 
            In the two games, students were divided into ten groups of four. Each group was 
divided into two pairs and each pair competed the pair within the same group. 
            For teaching present simple and present continuous, students should use the cue 
words in the orange rectangles and combine with a verb in the white triangles to make 
full sentences. Students had to change the verbs according to the tense and number. If the 
cue word has a question sign then, they are expected to make questions instead. 
          Concerning the game of present perfect and present perfect continuous, students 
had to describe a situation in present continuous and then asking a question about the 
length of doing this situation to get an answer related to present perfect continuous.  
After that, when the situation was finished, students had to use present perfect to express 
the end of the situation. 
            The reason why the researcher used these specific games is that students can 
functionalize the present tenses by using different situations. 
           Finally, each group said the right answer in front of the class. 
2) What if Game: aimed to teach the first and the second conditional from lesson five of 
unit four. The aim of this game was to enable students to differentiate between the first 
and the second conditional in use and meaning. 
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           So, the teacher(also the researcher) rolled the dice and counted spaces according to 
the number on the dice. Wherever they landed, read the sentence and completed it with a 
suitable structure and meaning. If a player fell in the pirate space, he went back to start. 
Also, if a player could not use the correct missing word or stanza, he missed a turn.  
            The reason why the researcher used this specific game is that students could 
express the first and the second conditional communicatively not only to memorize rules 
and structures.  
            In this game, students were divided into ten groups of four. Each group was 
divided into two pairs and each pair competed the pair within the same group. At the end 
of the game, the winner pair of each group, said the right answer in front of the class.  
3) Something in Common Game:  aimed to teach active and passive from lesson five of 
unit five. The game seeked  to teach the students the main differences between active and 
passive in their structures and meaning.  
           In this game, students were divided into ten groups of four. Each group was 
divided into two pairs and each pair competed the pair within the same group. Every two 
teams had to appoint one player to time the game and kept the score.  
           Pair A drew a card from the envelope and challenges pair B with what do 
………..and………have in common? For example, what do shoes and bags have in 
common? (See appendix 3) 
          Pair B had some (pre-established) time to discuss among themselves and produced 
an answer using the target language. Pair B collected the card. Otherwise, pair A got the 
chance to find a good answer and collected the card themselves.  
           The reason why the researcher used this specific game was that students could 
functionalize the structure of active and passive. 
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           At the end of the game, the winner pair of each group said the right answer in front 
of the class.   
4) Family Album Game: aimed to teach English pronouns from lesson five of unit six. 
The aim of this game was to enable students to deal with the three kinds of pronouns: 
possessive pronouns, subject pronouns and reflexive pronouns. 
           In this game, students were divided into ten groups of four. Each group was 
divided into two pairs and each pair competed the pair within the same group. So, the 
first player drew a card. One of the following situations would then occur: 
a) The player filled one of the slots in the five top squares correctly with the item on 
the card, in which case he might enter the maze by moving a counter into the target 
square. 
b) The player knew that the item on the cards did not fit into any of the top slots, in 
which case he may put it back into the envelope and give it just one more try. 
Finally, the first player who came out the maze won the game.  
          The reason why the researcher used this specific game is that students can use the 
English pronouns practically not to memorize the lists of the different pronouns.  
            At the end of the game, the winner pair of each group said the right answer in 
front of the class. 
5) "Tell me" Game: aimed to teach relative clauses from lesson five of unit nine. The 
game seeked to teach students the relative clause for people and for things as giving 
definition and making connected sentences enabling them how to speak clear and correct 
sentences as well as writing them.  
            In this game, students were divided into ten groups of four. Each group was 
divided into two pairs and each pair competed the pair within the same group. First, the 
teacher explained the game to his students by giving them an example: 
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                    Look at that student. 
                    The teacher elicit… one student says: tell me who. 
                    The teacher say: Look at that student who is wearing a T-shirt.  
And so on. The teacher asked more definitions about people and things and gave the 
students the chance to give those definitions.  
              The reason why the researcher used this specific game was that students were 
able to give definitions to many things whether they were people or animals or things. 
              The students did not have to know the structures of relative clause, they had to 
know how to use this important subject. At the end of the game, the winner pair of each 
group said the right answer in front of the class.     
4- Lessons time-plan 
The time of implementing the five lessons was shown in Table (3.9) 
Table (3.9) 
Time Distribution in Each Lesson 
 
Lesson Title Time 
Period 1 Period 2 
1 Present tenses 45 min 45 min 
2 If 45 min 45 min 
3 Passive 45 min 45 min 
4 Pronouns 45 min 45 min 
5 Relative clause 45 min 45 min 
 
             As it was shown in Table (3.9), each lesson had 90 minutes. That is, each lesson 
had two teaching periods. Accordingly, the five grammar lessons needed 10 teaching 
periods to be accomplished in ten weeks. It was important to say that each group of the 
study received 10 teaching periods. The control group was taught the five lessons with 10 
teaching periods by the traditional method of teaching grammar, whereas, the 
experimental group one was taught the five grammar lessons with 10 teaching periods by 
using the educational game strategy.  
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5- Description of students 
            All the students who participated in learning the five grammar lessons from the 
both groups were all in grade twelve aged nearly 17. Thus, all had a 7-year experience of 
learning English. Furthermore, the majority was from a very similar cultural, social and 
economic background. Also, both groups belong to the scientific scream. 
6- Controlling the variables 
            Mackey and Gass (2005:128) emphasized that "It would be important that each 
group of students be relatively homogeneous. Were they not homogeneous, one can not 
be sure about the source of the results". Accordingly, to assure the results and avoid any 
possible external interference, the researcher controlled some variables that would affect 
such as: age variable, variable of general achievement in English language and the groups 
equivalence in terms of the pre-test marks. 
6.1 Age variable 
              At the beginning of the term, the school administration asked the students to 
bring their personal data such as: place of birth, date of birth, full address, and religion. 
The researcher collected the data of birth of date for the two groups. Treating the data 
statistically, the researcher found that there were no statistically significant differences 
between the two groups. Table (3.10) showed the findings. 
Table (3.10) 










Experimental 40 18.1103 .33375 
1.338 
Not 
sig. Control 40 18.2063 .30725 
          () the critical value of t-test at 0.05 level (DF=63)=2.00 




             Table (3.10) showed that the computed (t) value, 1.338, was less than the table (t) 
values. This showed that there was no significant differences between the control and the 
experimental groups in terms of their ages. 
6.2 Variable of general-achievement in English language 
           Before joining the 12
th
 grade, students had to give the school their 11
th
 grade 
certificates, there were students' marks in all school subjects.  English language was one 
of those subjects. So, the researcher obtained the subjects' English marks of scholastic 
year 2008-2009 and statistically treated them. The findings showed that there were no 
statistically significant differences between both groups. Table (3.11) showed the 
findings. 
Table (3.11) 










Experimental 40 112.10 22.174 
0.228 
Not 
sig. Control 40 110.98 22.022 
         () the critical value of t-test at 0.05 level (DF=63)=2.00 
         ()  the critical value of t-test at o.o1 level (DF=63)=2.66 
 
               Table (3.11) showed that the computed (t) value, 0.228, was less than the table 
(t) value. This shows that there is no significant difference between the control and the 
experimental groups in terms of their English marks of the last-year final test. 
6.3 Variable of the pre test 
             The researcher designed an achievement test to be a pre and post with 50 items, 
covering the five grammar lessons. 
             The researcher compared between the control and the experimental groups after 
the pre test ensure about the equivalence of the two groups before applying the 

















Experimental 40 8.38 2.628 
0.240 
Not 







Experimental 40 4.53 1.502 
0.151 
Not 
sig. Control 40 4.48 1.450 
Passive 
Experimental 40 5.68 1.228 
0.154 
Not 
sig. Control 40 5.73 1.648 
Pronouns 
Experimental 40 6.45 1.867 
0.413 
Not 
sig. Control 40 6.28 1.921 
Relative 
clause 
Experimental 40 3.88 1.652 
0.466 
Not 
sig. Control 40 4.03 1.187 
Total test 
Experimental 40 28.90 7.396 
0.057 
Not 
sig. Control 40 29.00 8.152 
            () the critical value of t-test at 0.05 level (DF=63)=2.00 
            ()  the critical value of t-test at o.o1 level (DF=63)=2.66 
 
 
              Table(3.12) showed that the computed (t) value, 0.057, was less than the table (t) 
value. This showed that there was no significant differences between the control and the 
experimental groups in terms of the pre test. Also, table (3.12) showed that each 
computed (t) value of each domain was less than the table (t) values. This indicated that 
there was no significant difference between the control and the experimental groups in 
terms of their marks in the pre test. Hence, both groups were equivalent in terms of their 
strengths in English grammar. 
6.4 The teacher variable  
              Both the experimental group and control one were taught by the same teacher, 
the researcher. This was to prevent any other factors related to the difference in the 






6.5 Time variable 
             Both groups received 10 teaching periods through ten weeks. The control group 
was taught traditionally whereas the experimental group was taught through the use of 
game strategy. 
7- Experiment evaluation  
              The experiment passed through two different kinds of evaluation: formative and 
summative. In the former, the teacher ( also the researcher) gave a quiz after each lesson, 
appendix (4), in order to follow up students' participation and find out the extent to which 
their answers were correct. While in the latter, the researcher used a post-test, appendix 
(2) to measure the difference in achievement between the experimental and the control 
groups.  
8- Statistical analysis 
The researcher used the following statistical treatment: 
-  T-test and frequencies were used to determine the level of achievement of the 
control and the experimental groups. 
- Person correlation was used to compute the validity of the achievement (pre and 
post) test by computing its internal consistency. 
- Split half and Kooder-Richardson techniques were used to determine the 
reliability of the achievement test.   
9- The procedures of the study 
The study was processing according to the following steps: 
1- Identifying the effects of game strategy on grammar which is appropriate for the 
twelfth grade learners through: 
a) Being aware of the literature review and the previous studies concerning 
the effects of game strategy on grammar. 
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b) Consulting a number of experienced twelfth grade teachers to select the 
grammatical exercises which may cause difficulties for the students. 
2- Preparing the grammar exercises which based on game strategy through: 
a) Identifying the objectives of the educational games. 
b) Identifying the content of the educational games. 
c) Identifying and preparing the grammatical exercises which based on 
game. 
d) Identifying the tools and the techniques of evaluation. 
e) Presenting the educational games on a group of experts and specialists in 
teaching English language and its methodology to avail from their 
experiences. 
3- Preparing an achievement test to measure and this requires: 
a) Checking the validity of the test by referring to it. 
b) Checking the reliability of the test. 
4- Preparing a teacher's guide, using the five educational games. 
5- Choosing the sample of the study ; it's a purposive sample that includes the 
experimental group at the control one. 
6- Applying the achievement test on the sample of the study.   
7- Implementing the experiment, using the educational games  in teaching the 
subjects of the experimental group through game strategy and the traditional 
method in teaching the subjects of the control one. 
8- Applying the post test to know the effect of the educational games  on developing 
the grammatical exercises. 
9- Analyzing and interpreting the results. 
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10- Presenting the summary, the suggestions and the recommendation in the light of 
the study conclusion.  
























Results and Data Analysis 
 
1- Introduction 
           This study investigated the effects of game strategy on learning of grammar for 
12
th
-grade students. In this chapter, the researcher presented the results of both formative 
and summative evaluations according to the statistical analysis of the collected data. 
           The findings of the research were tackled with regard to the research questions. 
Hence, the researcher used various statistic formulas such as means of frequencies, 
percentages and t-test to present the final results of the collected data. Tables and bar 
graphs were also used to show and clarify the data. 
             Furthermore, the researcher used effect size through (²) to measure and obtain 
the extent to which the independent variable, game strategy, had an effect on the 
dependent variable, the experimental group's achievement. 
2- Formative evaluation results 
        In fact, the researcher implemented game strategy on five grammar lessons of 12
th
 
English curriculum. The lessons are: present tenses(present simple, present continuous, 
present perfect, and present perfect continuous), the first and the second conditional 
sentences, the passive voice, pronouns and relative clause. Both the control and the 
experimental groups were taught the same five lessons but with different methods.  
The experimental one was taught by using game strategy while the controlled group was 
taught by the traditional method. 
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            The researcher used five different games. Each game was used with a grammar 
lesson. During teaching the two methods, the researcher conducted formative evaluation 
quizzes, appendix (6), on both groups to measure any possible progress and differences in 
students' achievement. The researcher designed and implemented five evaluation quizzes. 
That is, at the end of explaining a grammatical lesson, students were offered a quiz with 
ten marks. 
           By considering the findings of the five quizzes for the five grammar lessons, the 
researcher found that the experimental group showed improvement and had better marks. 
(See appendix 5 ) 
3- Post-test results (Summative Evaluation) 
In this chapter, the researcher answered the five questions of the study as following: 
3.1 Question (1) findings  
The first question inquired the following : 
Are there statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'total post test 
marks'? 
To answer this question, the researcher tested the following null hypothesis: 
There are statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'total post test 
marks'. 
             The researcher used t-test, for two independent samples, to determine the 
significant differences between the control and the experimental groups in relation to the 









T-test result between the control and the experimental groups in relation to the 
"total post test marks" 
 








Control 40 34.08 7.77 
5.18** 0.000 0.256 large 
Experimental 40 41.50 4.68 
(**) the critical value for  t-test at (0.01) level with d.f (78)= 2.66. 
 
          Table (4.1) showed that the (t) computed value, 5.18, was larger than the (t) table 
value, 2.66, in the post test. Test meant that there were significant differences at (α = 
0.01) between the experimental group and the control one in relation to the "total post test 
marks" favouring the experimental group .  
         There was also a significant difference between the mean of both groups in favour 
of the experimental group. Whereas the mean of the control group was 34.08, the mean 
of the experimental group was 41.50. 
The following equation, according to Afanah (2000:43)  and  Mackey and Gass 
(2005:349), was employed to calculate the effect size: 
                             ² = t² / (t² +D.F)       Since: D.F = n₁+n2  - 2 
The calculated  (²) values were interpreted according to table (4.2)  
Table (4.2) 
The critical values for effect size levels 
 
Effect size levels Scale 
Large Medium Small 
0.14 0.06 0.01 ² 
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            When the researcher implemented the effect size equation, it was found that the 
effect size of the programme, as shown in table (4.2), was large. This large effect could 
be attributed to the activities, techniques, and teaching aids used in the different games 
which aimed at developing grammar. 
            As a matter of fact, the finding of examining this hypothesis was in agreement 
with the findings of the most of the previous studies such as Al Wahaibi(1998), 
Harb(2007), Yu(2005), Melon(1991), Willoughby(1993) and Qaddoum(2007) which 
indicated that game strategy had effective and significant improvement in student's 
achievement at English language, especially grammar.  
3.2 Question (2) findings 
The second question inquired the following: 
Are there statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'present 
tenses in the post   test'? 
To answer this question, the researcher tested the following null hypothesis: 
There are statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'present 
tenses in the post   test'. 
            The researcher used t-test, for two independent samples, to determine the 
significant differences between the control and the experimental groups in relation to 










T-test result between the control and the experimental groups in relation to 
"present tenses" in the post test 
 







Control 40 10.13 2.67 
2.68** 0.009 0.084 medium 
Experimental 40 11.68 2.49 
(**) the critical value for  t-test at (0.01) level with d.f (78)= 2.66. 
 
            Table (4.3) presented that the (t) computed value, 2.68, was larger than the (t) 
table value, 2.66, in the post test. This meant that there were significant differences at (α 
= 0.01) between the experimental group and the control one in relation to present tenses 
favouring the experimental group. There was also a significant difference between the 
means of both groups in favour of the experimental group. Whereas the mean of the 
control group was 10.13, the mean of the experimental group was 11.68 . It was observed 
that the effect size of the game strategy was medium on the high achievers' total 
achievement. In fact, games strategy still had positive effect on their achievement of 
present tenses. 
           The finding of examining this hypothesis was in agreement with the results of the 
studies of  Almadanat(2000), Harb(2007), Al Nimrat(1995), Melon(1991), 
Willoughby(1993), Qaddoum(2007), Abdo(1993) and Abo Rayya(1993). 
3.3  Question (3) findings 
The third question inquired the following:  
Are there statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to 'the first and the 
second conditional'? 
To answer this question, the researcher tested the following null hypothesis: 
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There are statistically significant differences at (α ≤  0.05) between the performance 
of the control group and that of the experimental one in relation to the 'second 
conditional'. 
              The researcher used t-test, for two independent samples to determine the 
significant differences between the control and the experimental groups in relation to the 
first and the second conditional. Table (4.4) showed the results. 
Table (4.4) 
T-test result between the control and the experimental groups in relation to 
"the first and the second conditional" in the post test 
 











Control 40 5.30 1.38 
4.78** 0.000 0.23 Large 
Experimental 40 6.45 0.64 
(**) the critical value for  t-test at (0.01) level with d.f (78)= 2.66. 
   
            Table (4.4) indicated that the (t) computed value, 4.78, was larger than the (t) 
table value, 2.66. This meant that there were significant differences at (α = 0.01) between 
the experimental group and the control one in relation to the first and the second 
conditional favouring the experimental group. There was also a significant difference 
between the means of both groups in favour of the experimental group. Whereas the 
mean of the control group was 5.30, the mean of the experimental group was 6.45. 
           Implementing the effect size equation, the researcher found that the effect size of 
game strategy, as shown in table (4.4), was large . This large effect could be attributed to 
the activities, techniques, and teaching aids used in the game-strategy which aimed at 
developing grammar of 12
th
 grade. 
           The finding of examining this hypothesis was in agreement with the findings of 
the studies Al Wahaibi(1998), Harb(2007), Yu(2005), Melon(1991), Willoughby(1993), 




3.4 Question (4) findings 
The fourth question inquired the following:    
Are there statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'passive 
voice'? 
To answer this question, the researcher tested the following null hypothesis: 
There are statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'passive 
voice'. 
             The researcher used, t-test, for two independent samples, was used to determine 
the significant differences between the control and the experimental groups in relation to 
"passive voice". Table (4.5) presented the results. 
Table (4.5) 
T-test between the control and the experimental groups in relation to 
 "passive voice" in the post test 
  







Control 40 6.60 1.81 
5.03** 0.000 0.25 Large 
Experimental 40 8.30 1.14 
(*)   the critical value for  t-test at (0.01) level with d.f (78)= 2.66 
 
             Table (4.5) indicated that the (t) computed value 5.03, was larger than the (t) 
table value 2.66. This meant that there were significant differences at (α = o.o1) between 
the experimental group and the control one in relation to passive voice favouring the 
experimental group. There was also a significant difference between the means of both 
groups in favour of the experimental group. Whereas the mean of the control group was 
6.60, the mean of the experimental group was 8.30 . When the effect size equation was 
implemented, the researcher found that the effect size of game-strategy, as shown In table 
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(4.5), was large. This large effect could indicate that game-strategy had effective and 
positive effect on grammar. 
            The finding of examining this hypothesis was in agreement with the findings of 
the studies of Al Wahaibi(1998), Harb(2007), Yu(2005), Melon(1991), 
Willoughby(1993), Hassan(1999), Bahadli(2003), Qaddoum(2007) and Abu 
Qulbein(2004).  
3.5 Question (5) findings 
The fifth question inquired the following: 
Are there statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'pronouns'? 
To answer this question, the researcher tested the following null hypothesis: 
There are statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'pronouns'. 
           The researcher used t-test, for two independent samples, was used to determine the 
significant differences between the control and the experimental groups in relation to 
"pronouns". Table (4.6) described the results.  
Table (4.6) 
T-test between the control and the experimental groups in relation to 
"pronouns" in the post test 
 






Control 40 7.55 1.99 




   (**) the critical value for  t-test at (0.01) level with d.f (78)= 2.66. 
 
              Table (4.6) indicated that the (t) computed value, 4.85, was larger than the (t) 
table value, 2.66. This meant that there were significant differences at (α = 0.05) between 
the experimental group and the control one in relation to pronouns favouring the 
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experimental group. There was also a significant difference between the means of both 
groups in favour of the experimental group. Whereas the mean of the control group was 
7.55, the mean of the experimental group was 9.25 . 
             Implementing the effect size equation, the researcher found that the effect size of 
game-strategy, as shown in table (4.6), was large . This large effect could be attributed to 
the activities, techniques, and teaching aids used in game-strategy which aimed at 
developing grammar. 
             The finding of examining this hypothesis was in agreement with the findings of 
the studies of Almadanat(2000), Harb(2007), Al Nimrat(1995), Melon(1991), 
Willoughby(1993), Qaddoum(2007), Abdo(1993), Abo Rayya(1993) Al Wahaibi(1998), 
Yu(2005), Hassan(1999), Bahadli(2003) and Abu Qulbein(2004). 
3.6 Question (6) findings 
The sixth question inquired the following: 
Are there statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'relative 
clause'? 
To answer this question, the researcher tested the following null hypothesis: 
There are statistically significant differences at (α ≤ 0.05) between the performance 
of the control group and that of the experimental one in relation to the 'relative 
clause'. 
              The researcher used t-test, for independent samples, to determine the significant 
differences between the control and the experimental groups in relation to "relative 






T-test between the control and the experimental groups in relation to 
"relative clauses" in the post test 
 










5.29** 0.000 0.26 Large 
Experimental 40 5.83 1.01 
(*)   the critical value for  t-test at (0.05) level with d.f (78)= 2.66 
 
          Table (4.7) indicated that the (t) computed value, 5.29, was larger than the (t) table 
value, 2.66. This meant that there were significant differences at (α=o.o5) between the 
experimental group and the control one in relation to relative clause favouring the 
experimental group. There was also a significant differences between the means of both 
groups in favour of the experimental group, whereas the mean of the control group was 
4.50, the mean of the experimental group was 5.83. 
          Implementing the effect size equation, the researcher found that the effect size of 
game strategy, as shown in table (4.7), was large. This large effect could be attributed to 
the activities, techniques, and teaching aids used in game strategy which aimed at 
developing grammar. 
         The finding of examining this hypothesis was in agreement with the findings of the 
studies of  Abo Rayya(1993), Al-Madanat(2000), Abdoun(2006), Yu(2005), Al-










            It was very obvious that game strategy had positive effects on understanding and 
using grammar. The experimental students reported that the games provided them with 
welcome communication-rich grammar practice activities. These activities (games) were 
enhanced, in the students' perception, by a more positive classroom atmosphere and a 
supportive spirit. The researcher (also the teacher) found that students were more willing 
to help one another. In fact, students' perceptions confirmed that games as teaching-
learning strategies are fun and create a non-threatening learning environment that 
encourages interactions between students and teachers, enhances communication and 
teamwork, encourages active participation.  
           As a matter of fact, using games in teaching the five selected grammar lessons 
indicated improvement and development in the experimental students' achievement with 
different degrees among these lessons which are: present tenses, the first and the second 
conditional, passive voice, pronouns and relative clause. In addition, it is noted that the 
finding of this study was in agreement with the findings of all previous studies which are 
mentioned in this thesis. The previous studies emphasized that using games in teaching 
English language, especially grammar, and ESL teaching leads to clear improvement in 
students' achievement and performance.  
             Furthermore, students in the experimental group said that they were not only 
more motivated by being exposed to the use of games, but also more active and happy to 
be in their language classes, more ready to help each other, more willing to use grammar 
in order to improve their speaking skill. Finally, it was noted that there were significant 
differences between the control group and the experimental one favouring the 
experimental one. The differences were found in all five lessons of 12
th












Discussion, Conclusion, Pedagogical  



















           This chapter discussed the findings of the study. It summarized the conclusions 
that were documented in the light of the study results. The researcher also provided some 
recommendations which could be beneficial for curriculum designers, educators, teachers 
and researchers because they can help improve the teaching-learning process in the Gaza 
strip. In addition, some pedagogical implications were mentioned to enrich the teaching-
learning process.  
2- Discussion 
           This study aimed at examining the effects of using game strategy on learning 
grammar for 12
th
 grade students. 
           To achieve this aim, the researcher adopted the experimental approach of research 
in which two equivalent groups were employed. One group was taught according to game 
strategy and it was called the experimental group. It consisted of 40 students. The other 
group was taught according to the traditional method and it was called the control group. 
It consisted of 40 students.  
             The researcher used a variety of tools: a checklist of grammar lessons, an 







2.1  Interpretion of the first question  
         The researcher investigated the first question which examined if there were 
statistically significant differences at (α ≤ 0.05) between the performance of the control 
group and that of the experimental one in relation to the "total post test marks". 
        The findings indicated that the (t) computed value, 5.18, was larger than the (t) table 
value, 2.66, in the post test. This meant that there were statistically significant differences 
at (α = 0.01) between the experimental group and the control one in relation to the total 
post test marks favouring the experimental group. There was also a statistically 
significant differences between the means of both groups in favour of the experimental 
group. Whereas the mean of the control group was 34.08, the mean of the experimental 
group was 41.50 . 
          In addition to the above mentioned, the researcher found that the effect size of the 
game strategy was large . 
          The large effect could be attributed to the activities, techniques, and the variety of 
teaching aids in game strategy which aimed at developing English grammar. Language-
learning games motivated students to work while keeping them engaged and interested. 
They also created a relaxed, fun filled and anxiety-free atmosphere that facilitated and 
enhanced learning. Also, it was noted that games provided a context in which language 
was used in a meaningful way and they helped students develop communicative 
competence in the foreign language.   
          Furthermore, the researcher (also the teacher) found that games increased students' 




           Most importantly, the experimental students reported that they felt more 
enjoyment, made higher motivational effort, felt more confident in language use and were 
more actively involved than the control students. 
            This was clear and observed through some statements and comments documented 
during conducting the study. One student said, "I like to learn English through games 
while playing games, our responses and actions are forced to become faster than usual. I 
enjoyed the games. It was such an exciting alternative to traditional teaching". Another 
said, "I thought the games were interesting. I found that I absorbed information more 
when I enjoy learning it, and the games were a big help. To learn grammar through 
games was easier and more fun to learn. It made the class go by quicker. It is more 
interesting to play games than sitting at the desk and listening to the teacher alone. I wish 
that the teacher would include more games in the grammar class". 
            As a matter of fact, the researcher realized that there was clear difference between 
atmosphere of the control group and the experimental group. The experimental group had 
active and positive atmosphere which encouraged students to be more interested and had 
better participation and engagement, whereas, the control group felt bored and looked at 
their watches wishing the end of the lesson, especially that grammar is a tough and hard 
subject. It needs more concentration and deep understanding. 
           In addition to the above mentioned, the experimental students showed 
improvements in all five grammar lessons which proved that game strategy had positive 
and effective effects on learning grammar. 
          Simply speaking, students' perceptions confirmed that games as teaching-learning 
strategies were fun and created a non-threatening learning environment that encouraged 
interactions between students and teachers, enhanced communication and teamwork and 
encouraged active participation.  
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           In spite of the fact that games may cause noise in the classroom and affect the 
classroom's management negatively as well as the age of the experimental students (17 
years old), students showed excellent order and organized classroom except a few 
students who reflected their ignorance for teaching grammar by using games and they 
consider this as a time-wasting.  
            The researcher believed that students' ignorance for teaching grammar by using 
games related to the reality that 12
th
 grade students were only interested in memorizing 
the rules of grammar to get high marks at English at the end of year. They were not 
interested in using grammar in different situations to improve their English and its skills. 
According to them, using games was useful and realistic for children not for adults. 
          It was obvious that, the findings were in agreement with the findings of the most of  
previous studies such as Abo Rayya(1993), Al-Madanat(2000), Abdoun(2006), 
Yu(2005), Al-Nimrat(1995), Abu Qulbein(2004) and Abdo(1993). 
2.2  Interpretion of the second  question 
           The researcher investigated the second question which examined if there were 
statistically significant differences at (α≤ 0.05) between the performance of the 
experimental students and that of the control one in relation to present tenses. 
           The results showed that the (t) computed value, 2.68, was larger than the (t) table 
value, 2.66, in the post test. This meant that there were statistically significant differences 
at (α = 0.01) between the experimental group and the control one in relation to present 
tenses favouring the experimental group. There was also a statistically significant 
difference between the means of both groups in favour of the experimental group. 
Whereas the mean of the control group was 10.13, the mean of the experimental group 
was 11.68 . 
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           In addition, the effect size of games was large. This large effect could be attributed 
to the activities, techniques, and teaching aids used in the game which aimed at 
developing English grammar for 12
th
 grade students. 
             The results of this question were in agreement with those of some previous 
studies such as Al Wahaibi(1998), Willoughby(1993), Qaddoum(2007), Hassan(1999), 
Abo Rayya(1993), Al-Nimrat(1995), Melon(1991), Yu(2005) and Bahadli(2003). 
 
2.3  Interpretion of the third  question 
          The researcher investigated the third question which examined if there were 
statistically significant differences at (α ≤ 0.05) between the performance of both groups 




 conditional" in the post test. 
           The results indicated that (t) computed value, 4.78, was larger than the (t) table 
value, 2.66 in the post test. This meant that there were statistically significant differences 
at (α ≤ 0.05) between the experimental group and the control one in relation to 1st and 2nd 
conditional favouring the experimental group. There was also a statistically significant 
differences between the means of both groups in favour of the experimental group. 
Whereas the mean of the control group was 5.30, the mean of the experimental group was 
6.45. the researcher also found that the effect size of the experiment was large. This large 
effect could be owing to the activities, techniques, and teaching aids used in the games 
which aimed at developing grammar. 
 
          The results of this question were in agreement with those of previous studies such 
as Al Wahaibi(1998), Harb(2007), Willoughby(1993), Qaddoum(2007), Hassan(1999), 
Abo Rayya(1993), Abdo(1993), Al-Nimrat(1995), Melon(1991), Yu(2005) and 
Bahadli(2003).  Moreover, the results could show the positive effects of the game which 
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 conditional for the experimental group. Games could 
motivate students and created a positive atmosphere which made students relaxed and 




 conditional for 
students. Concerning the traditional method which was used to teach the control group, it 
was boring and make students learn grammar as mathematics.  
2.4  Interpretion of the fourth  question 
         The researcher investigated the fourth question which examined if there were 
statistically significant differences at (α ≤ 0.05) between the performances of the both 
groups in relation to "passive voice" in the post test. The results indicated that the (t) 
computed value, 5.03, was larger than the (t) table value, 2.66, in the post test. This 
meant that there were statistically significant differences at (α ≤ 0.05) between the 
experimental group and the control one in relation to "passive voice" favouring the 
experimental group. There was also a statistically significant difference between the 
means of both groups in favour of the experimental group. Whereas the mean of the 
control group was 6.60, the mean of the experimental group was 8.30. moreover, the 
researcher found that the effect size of the experimental was large. This large effect could 
be referred to the activities, techniques, and teaching aids used in the games which aimed 
at developing grammar.  
          The results of this question were in agreement with those of some previous studies 
such as Al-Madanat(2000), Al Wahaibi(1998), Willoughby(1993), Qaddoum(2007), 







2.5  Interpretion of the fifth question 
         The researcher investigated the fifth question which examined if there were 
statistically significant differences at (α ≤ 0.05) between the performance of the control 
group and that of the experimental one in relation to "pronouns". 
          The findings indicated that the (t) computed value, 4.85, was larger than the (t) 
table value, 2.66, in the post test. This meant that there are statistically significant 
differences at (α = 0.01) between the experimental group and the control one in relation 
to the total post test marks favouring the experimental group. There was also a 
statistically significant differences between the means of both groups in favour of the 
experimental group. Whereas the mean of the control group was 7.55, the mean of the 
experimental group was 9.25.  
            Furthermore, the researcher found that the effect size of the game strategy was 
large. In fact, the large effect could be attributed to the activities, techniques, and the 
variety of teaching aids in game strategy which aimed at developing teaching English 
grammar. The researcher (the teacher) found that language-learning games motivated 
students to work and to be very active and interested. They also created a relaxed, fun and 
anxiety-free atmosphere that facilitated and enhanced learning. 
            The results of this question were in agreement with those of previous studies such 
as Harb(2007), Willoughby(1993), Qaddoum(2007), Hassan(1999), Abo Rayya(1993), 
Abdo(1993), Al-Madanat(2000), Al-Nimrat(1995), Melon(1991), Yu(2005), Abu 
Qulbein(2004) and Bahadli(2003). 
2.6  Interpretion of the sixth question 
        The researcher investigated the sixth question which examined if there were 
statistically significant differences at (α ≤ 0.05) between the performance of both groups 
in relation to "relative clauses" in the post test. The results indicated that (t) computed 
 
 009 
value, 5.29, was larger than the (t) table value, 2.66 in the post test. This meant that there 
were statistically significant differences at (α = 0.05) between the experimental group and 
the control one in relation to relative clauses favouring the experimental group. There 
was also a statistically significant differences between the means of both groups in favour 
of the experimental group. Whereas the mean of the control group was 4.50, the mean of 
the experimental group was 5.83.  
         The researcher also found that the effect size of the experiment was large. This 
large effect could be owing to the activities, techniques and teaching aids used in the 
games which aimed at developing teaching grammar. 
          The results of this question were in agreement with those of previous studies such 
as Melon(1991), Harb(2007), Qaddoum(2007), Hassan(1999), Abo Rayya(1993), 
Bahadli(2003), Abdo(1993), Al-Nimrat(1995), Willoughby(1993), Yu(2005), Abu 
Qulbein(2004) and Al-Madanat(2000). 
3- Summary  
          This study consisted of five chapters. The first chapter started with an introduction, 
proceeded to state the problem, the research questions and hypotheses. After that, it dealt 
with the purpose of the study, limitation of the study, significance of the study and finally 
the definition of terms.  
          The second chapter included a review of relevant literature concerned with two 
parts: first grammar history, grammar definition, kinds of grammar, different theories 
with grammar, different techniques of teaching grammar. Second, games definition, the 
importance of games, kinds of games, the importance of games in teaching grammar. 
           Furthermore, chapter two showed the previous studies related to current study. It 
included four scopes of previous studies. The first one dealt with the studies which were 
related to the correlation between grammar and games. The second dealt with the studies 
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which were used in teaching English language by using games. The third one dealt with 
the studies which were used in teaching other school subjects by using game. While the 
fourth one dealt with the effects of implicit teaching on learning grammar. 
           In chapter three, the researcher introduced the procedures followed throughout the 
study. It included a description of the methodology of the study, the population, the 
sample, the tools and the control of the variables. It also presented research design in 
addition to the statistical treatment for the study finding. 
Chapter four presented the results of the study that have been reached with use of the 
statistical program (SPSS) for data processing. The finding of each hypothesis was 
presented as followed: 
1. The results of the first hypothesis proved that there were statistically significant 
differences at (α ≤ 0.05) in the average score in English grammar in the post-test 
between the experimental group and the control group in favour of the 
experimental group. 
2. The results of the second hypothesis proved that there were statistically 
significant differences at (α ≤ 0.05) in the average score in "present tenses" in the 
post-test between the experimental group and the control group in favour of the 
experimental group. 
3. The results of the third hypothesis proved that there were statistically significant 




 conditional" in the 
post-test between the experimental group and the control group in favour of the 
experimental group. 
4. The results of the fourth hypothesis proved that there were statistically significant 
differences at (α ≤ 0.05) in the average score in "passive voice" in the post-test 
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between the experimental group and the control group in favour of the 
experimental group. 
5. The results of the fifth hypothesis proved that there were statistically significant 
differences at (α ≤ 0.05) in the average score in " pronouns" in the post-test 
between the experimental group and the control group in favour of the 
experimental group. 
6. The results of the sixth hypothesis proved that there were statistically significant 
differences at (α ≤ 0.05) in the average score in "relative clause" in the post-test 
between the experimental group and the control group in favour of the 
experimental group. 
              The researcher also used the Effect size Techniques to measure the effect of the 
experiment (game strategy) on students' achievement in English grammar for 12
th
 grade. 
The statistical results indicate that the experiment (game strategy) had a high effect. 
             According to the findings, derived from the results of this study, the following 
important conclusions were reached: 
1. Educational games strategy are more effective than the traditional method in teaching 
English language, especially grammar. 
2. Educational games provided students with a better learning environment which 
affected their achievement and performance of English language. 
3. Educational games increased students' motivation to learning and raised the degree of 
competition among students. 
4. By using educational games, students felt relaxed, funny and comfortable and this 
leaded to easier learning and acquiring to the language. 
 
 099 
5. Educational games strengthened the relationship between the teacher and the students 
and made the teacher as a close friend which facilitated the process of teaching and 
learning.  
6. Educational games developed the cooperative learning among students. That is, by 
using games, students should be divided into groups or pairs.  
7. Educational games gave the students the chance to play several roles as thinkers, 
problem-solvers, observers, decision makers, researchers, analysists and better 
communicators. These roles helped them acquire and employ English language in 
different situations more easily. Also, by practising these roles, students' characters 
can be formed in an effective way which reflected positively on our society. 
8. Educational games changed students from passive participation into active 
participation. That, is games encouraged students to speak and to communicate and 
really this the real aim of using games in teaching English language. Students should 
have the ability to use the language not to memorize the rules and the structures as 
mathematics.  
9. Educational games created a more positive classroom atmosphere and a supportive 
spirit, whereby students were more willing to help one another and the teacher (the 
researcher) was more readily to offer support and help. That is, games as teaching-
learning strategies are fun and create a non-threatening learning environment which 
encouraged interactions between students and teachers. Educational games provided 
students with enjoyment, pleasure, enthusiasm and variation which were significant 
enough to affect the students' achievement positively. 
4- Pedagogical Implications  
1. Teachers should be aware of their students needs and abilities and choose the 
suitable techniques for activating English grammar. 
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2. Game strategy and technology are strongly recommended when teaching 
grammar. 
3. Teachers should avoid teacher-centered classes and encourage student-centered 
classes. 
4. School and classroom environment should be provided with motivating 
equipments to enhance students' enthusiasm and increase interest. 
5. Teachers and students should be convinced of the importance of game-strategy to 
develop the understanding and practising English grammar.  
6. English curriculum should be full of many grammar exercises based on 
interesting games which create positive atmosphere and exciting grammar 
lessons. 
7. Teachers should be cognizant of their students' individual differences 
consequently, they introduce materials and use techniques which may foster 
positive attitudes towards learning English in general and grammar in particular.    
5-Recommendations 
         Based on the results of the study, the researcher suggested many recommendations 
that were directed to the following: 
5.1 Ministry of education was recommended: 
1. To provide the Palestinian curriculum with various games which tackle the different 
skills of English language. 
2.  To support schools with all effective facilities such as computers, LCD, televisions, 
videos, the internet, copy machines and all kinds of board. These aids help teachers to 
activate and employ games and other effective techniques. 
3. To increase English language periods to give the teachers suitable opportunity to 
concentrate on learning quality. 
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5.2 Supervisors were recommended: 
1. To provide teachers with instructional materials which improve their awareness about 
educational games strategy and their importance and necessity of using this strategy 
in teaching English. 
2. To concentrate on the fact that games are not wasting-time activities, instead, they are 
very important strategy which is used in different aspects of the language. 
3. To help training courses for teachers about implementing the educational games 
strategy in their classes. 
4. To conduct workshops that aim at familiarizing teachers with different games.  
5.3 English language teachers are recommended: 
1. To change the methods and approaches of teaching from traditional to communicative 
which based on the students' real involvement in the teaching-learning process. 
2. To relate game strategy with all English skills, listening, speaking, reading and 
writing. 
3. To consider students' individual differences and learning styles in selecting the 
educational games. 
4. To select effective methods and techniques which activate students' motivation, 
participation and the degree of competition and challenging among students. 
5. To strengthen the relationship with the students which creates non-threatening 
classroom atmosphere and facilitates the learning-teaching process. 
6. To change their role from instructors who dominate the class into educators whose 
role is to organize, help, guide, coordinate and support the students to communicate 





5.4 Recommendations for further studies: 
1. The current study was limited to grammar. Game strategy should be applied with 
other English skills and sub-skills. 
2. The effectiveness of task-based approach on developing students' speaking skill of 
English language. 
3. The effectiveness of grammar strategy on the English pronunciation. 
4. Other researchers can conduct evaluative studies based on game strategy to examine 
to what extent English for Palestine encompasses the game activities and exercises. 
5. It is also recommended that researchers conduct other game-based research on 




















Holy Quran, Interpretation of the meanings of the Noble Quran in the English language, 
16
th
 edn 1997, Dar-us-Salam Publisher, Riyadh, Saudi Arabia. 
 
Abu Jeld, R. (2004). Development project based on teaching grammar. Educational 
Development Centre, UNRWA, Gaza. 
 
Abu Qulbein, I. (2004). The effect of using language games on EFL vocabulary 
achievement. The case of seventh grade students in Jerusalem district. Unpublished M. 
A dissertation. Al Quds university. 
 
Al-Kharrat, M. (2000). Deductive and inductive lessons for Saudi EFL Freshment 
students. The internet TESL Journal, vol. VI, No.10. 
Retrieved  in July 27, 2010  from: 
  http://iteslj.org/Techniques/Al-Kharrat-Deductive 
 
Al-Mazloum, M. (2007). Evaluating the content of English for Palestine, Grade Ten 
Textbook in the light of the standards for foreign language learning, M.A thesis, the 
Islamic University of Gaza, Gaza.  
 
Al-Mubireek, K. (2003). Gender-oriented VS. Gender-neutral computer games in 
education. [online] unpublished doctorial of philosophy dissertation, Ohio State 
University. 
Retrieved  in July 27, 2010  from: 
http://portal.acm.org/citation.cfm?id=1023471  
 
Al Sofi, A. (2008). The difficulties of teaching English novel for the eleventh grade from 
the teachers' perspective in Gaza, M.A thesis, the Islamic university of Gaza, Gaza. 
 
Andrews, S. (2007). Teacher language awareness. Cambridge University Press, 
Cambridge, United Kingdom. 
 
 
A training material for 12
th
 grade, (2006). General directorate for supervision and 
training, Ministry of Education and Higher Education, Palestine.  
 
Bacha, J. (2002). Play and Affect in Language Learning. MATESOL-International 
Policy Studies Candidate, Educational Development Monterey Institute of International 
Studies.  
Retrieved in August 19, 2010 from: 
http://genkienglish.net/playandaffect/ 
 
Belchamber, R. (2007). The advantages of communicative language teaching. The 
internet TESL Journal, vol. XIII, No.2. 
Retrieved in August 20, 2010 from: 




Bernaus, M.(1987).Activities that motivate and increase students  output.  
Forum,25(1),45-46. 
 
Borova, M. and Murphy, B. (1997). Passive grammar: we've got it, let's use it!. The 
internet TESL Journal, vol. III, No.8. 
Retrieved in July 2, 2010 from: 
http://iteslj.org/Articles/Borova-PassiveGrammar.html 
 
Brown, J. (2006). Rhymes, stories and songs in the ESL classroom. The internet TESL 
Journal vol. XII, No.4. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Articles/Brown-Rhymes.html 
 
Cakir, A. (1999). Musical activities for young learners of EFL. The internet TESL 
Journal, vol. VI, No.11. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Lessons/Cakir-MusicalActivities.html 
 
Carrier, M. (1985). Take 5: games and activities for the language learner. An 
international Thomson Publishing Company. 
 
Chauhan, V. (2004). Drama techniques for teaching English. The internet TESL 
Journal, vol. X, No.10. 
Retrieved in July 27, 2010 from: 
http://iteslj.org/Techniques/Chauhan-Drama.html 
 
Chiasson, P. (2002). Using Humour in the second language classroom. The internet 
TESL Journal, vol. VIII, No.3. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Techniques/Chiasson-Humour.html 
 
Cook, V. and Newson, M. (1996). Chomsky's universal grammar: an introduction (2
nd
 
end). Blackwell publishers Ltd, Oxford, UK. 
 
Cote-Moran, C. (1991). Classroom Activities: Increase the challenge. 
[online]Conference papers, N/A, Washington. 
Retrieved in Dec18, 2007 from: 
http://www.eric.ed.gov/ERICWebportal/contentdelivery/sevlet/ERICServlet?acc 
no=ED48853    
 
Cruz, J. (2007). Video games and the ESL classroom. The internet TESL Journal, vol. 
XIII, No.3. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Articles/Quijano-videoGames.html 
 
Davis, B. (1999). Motivating Students. tools for teaching, University of California, 
Berkeley. 
Retrieved in August 20, 2010 from: 
 
 098 
http://honolulu.hawaii.edu/intranet/committees/FacDevCom/guidebk/teachtip/motiv.htm    
 
 
Deesri, A. (2002). Games in ESL and EF class. The internet TESL Journal, vol. VIII, 
No. 9. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Techniques/Deesri-Games.html 
 
Deshpande, A. (2008). Virtual Enterprise Resource Planning for Production               
Planning and Control Education. [online] unpublished M.A thesis, University of 
Cincinnati. 
Retrieved in June 15, 2010 from: 
http://gradworks.umi.com/14/58/1458352.html  
 
Doff, A. (1988). Teach English : a training course for teachers, the press syndicate of 
the university of Cambridge, Britain. 
 
Domangue, T. (2002). The effects of implicit, explicit, and synergistic training on 
learning an artificial grammar. [online] Unpublished MA thesis, faculty of arts, 
department of psychology. 
Retrieved in Dec 18, 2007 from: 
http://etd.lsu.edu/docs/available/etd-1107102-140122 
 
Ebata, M. (2008). Motivation factors in language learning. The internet TESL Journal, 
vol. XIV,No.4. 
Retrieved in July 27
th
, 2010 from: 
http://iteslj.org/Articles/Ebata-MotivationFactors.html 
 
Editor, T. (2005). Planning A Grammar Lesson, Think articles, British Council. 
Retrieved in July 27, 2010  from: 
http://www.teachingenglish.org.uk/think/articles/planning-a-grammar-lesson  
 
El-Helou, H. (2010). Difficulties facing English teachers in teaching literature in 
English for Palestine grade twelve textbook, M. A thesis, the Islamic university of Gaza, 
Gaza. 
 
English for Palestine (2006). Grade twelve teacher's book. Macmillan, UK. 
 
English for Palestine (2007). Grade twelve workbook. Macmillan, UK. 
 
English for Palestine (2009). Grade twelve student's book. Macmillan, UK. 
 
Franciosi, S. (2010). Making ESL/EFL classroom activities more game-like. The 
internet TESL Journal, vol. XVI, No.2. 






Haboush, Z. (2010). The effectiveness of using a programme based on multiple 
intelligences theory on eighth graders' English reading comprehension skills, M. A 
thesis, the Islamic university of Gaza, Gaza. 
 
Hadfield, J. (2002). Elementary communication games (3
rd
 end). Hong Kong: Thomas 
and Nelson Sons Ltd. 
 
Hamdona, Y. (2007). Life skills latent in the content of English for Palestine-grade six 
textbook, M.A thesis, the Islamic university of Gaza, Gaza. 
 
Hamrick, P. (2008). The Effectiveness of Cognitive Grammar and Traditional 
Grammar in L1 Pedagogy: An Empirical Test. [online] unpublished M.A thesis, 
Youngstown State University. 
Retrieved in June 15, 2010  from: 
http://etd.ohiolink.edu/send-pdf.cgi/Hamrick%20Phillip.pdf?ysu1212177577  
 
Harb, A. (2007). The Effectiveness of Educational Games on The Sixth Graders' 
Achievement in English Language in Gaza Southern Governorates, M.A thesis, the 
Islamic University of Gaza, Gaza.   
 
Harmer, J. (2001). The practice of English language teaching (3
rd
 end). Pearson 
Education limited, Essex, England. 
 
 
Hismanoglu, M. (2000). Language learning strategies in foreign language learning and 
teaching. The internet TESL Journal, vol. VI, No.8. 
Retrieved in June 24, 2010 from: 
http://iteslj.org/Articles/Hismanoglu-strategies.html 
 
Hong, L. (2002). Using games in teaching English to young learners. The internet 
TESL Journal, vol. VIII, No.8. 
Retrieved June 15, 2010 from: 
http://iteslj.org/lessons/Lin-UsingGames.html 
 
Hussein, H. (2004). Using simple poems to teach grammar. The internet TESL Journal, 
vol. X, No.5. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Techniques/Hussein-Poems.html  
 
Hussin, S. etal (2001). Sustaining an interest in learning English and increasing the 
motivation to learn English: An enrichment program. The internet TESL Journal, vol. 
VII, No.5. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Techniques/Hussin-Motivation  
 
Jung, C. (2005). Using games to promote communicative skills in language learning. 
The internet TESL Journal, vol. XI, No.2. 






Jones, P. (2000). Group work intermediate. Pearson Education Limited, Essex, 
England. 
 
Jones, P. (2001). Grammar(2): games and activities. Pearson Education Limited, Essex, 
England. 
 
Jones, T. (2005). Ten ways to turn lessons into games. The internet TESL Journal, vol. 
XI, No.7. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Techniques/Jones-LessonIntoGames.html 
 
Kablan, Z. (2010). The effect of using exercise-based computer games during the 
process of learning on Academic achievement among education majors. [online] 
unpublished M.A thesis, Faculty of Education, Izmit, Kocaeli, Turkey. 
Retrieved in July 31, 2010 from: 
http://www.eric.ed.gov/PDFS/EJ882730.pdf 
 
Kailani, T. and Muqattach, L. (2003). ELT: methodology (1), Al-Quds Open 
University, Amman, Jordan. 
 
Kathleen, S. and Doshisha, K. (1996). Testing grammar. The internet TESL Journal, 
vol. II, No.6. 
Retrieved in July 2, 2010 from: 
http://iteslj.org/Articles/Kitao-TestingGrammar.html 
 
Kennedy, C. (1999). Innovation and Best Practice. Pearson Education Limited, Essex, 
England. 
 
Kitao, K. (1996). Why do we teach English?. The internet TESL Journal, vol.II, No.4. 




Kramer, W. (2000). What is a game? The games journal. A magazine about board 
games. 
Retrieved in June 15, 2010  from: 
http://www.thegamesjournal.com/articles/WhatIsaGame.shtml  
 
Lamie, J. (1999). Making the textbook more communicative. The internet TESL Journal, 
vol. V, No.1. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Articles/Lamie-Textbooks.html 
 
Larkefjord, B. (2007). Teaching Swedish student at upper secondary level. [online] 
Unpublished undergraduate thesis, faculty of arts and education, Karlstad University. 
Retrieved in  Dec 18, 2007 from: 
http://www.diva-portal.org!kau/abstract.xsgl?dbid623  
 
Larsen, L. (2002). The Acquisition of Inflectional Verb Morphology Through Input 
Enhancement. [online] unpublished M.A thesis, Ohio University.  
 
 030 
Retrieved in  Dec 18, 2007 from: 
http://etd.ohiolink.edu/sendpdf.cgi/Larsen%20Lars%20Jacob%20Ege.pdf?ohiou1         
040070794 
 
Leblanc, R. (1998). Good Teaching: The Top Ten Requirements, Teaching Tips Index, 
York University, Ontario. 




Lock, G. (2002). Functional English grammar: an introduction for second language 
teachers (5
th
 end). Cambridge University Press, Cambridge, United Kingdom. 
 
Longman (2oo1). Dictionary of Contemporary English, Pearson Education Limited, 
Essex, England.  
 
Mackey, A. and Gass, S. (2005). Second language research: methodology and design, 
Lawrence Erlbaum Associates Publishers, London. 
 
Mclaughlin, S. (2005). Games, activities and worksheets for the English classroom: a 
practical menual for vocabulary, grammar and pronunciation development. Studio 
Alpha, Qattan Foundation, Ramallah, Palestine. 
 
Mclaughlin, S. (2004). Teaching young learners of English. Al-Qattan Center for 
educational research and development, Qattan Foundation, Ramallah, Palestine. 
 
Melon, P. (1991). Teehi’lo1ov for English Communication Skills for 
Deaf students(TECSD) . [online] conference paper, Washington.  
Retrieved in Dec 18, 2007 from:  
http ://www.eric.ed.gov/ERJCWebportal/contentdelivery/servlet/ERICServlet?    
accno47730  
 
Meskill, C.(1990). Where in the world of English is Carmen Sandiego?. Simulation & 
Gaming.21(4),457-461. 
 
Misirli, S. (2007). Three "Co" games: collocation, cooperation and communication in 
EFL classes. The internet TESL Journal, vol. XIII, No.8. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/lessons/Misirli-ThreeGames.html 
 
Moses, F. (2001). The structural drill in remedial teaching. The internet TESL Journal, 
vol. VII, No.7. 
Retrieved in July 2, 2010 from: 
http://iteslj.org/Techniques/Moses-Drill.html 
 
Nel, D. (2005). Can second language Grammar be learned through  
listening?. The Internet  Journal, vol. 27, No.2.  






Noonan, F. (2008) Teaching ESL Students to "Notice" Grammar. The Internet TESL 
Journal, Vol. X, No. 7. 
Retrieved in June 15, 2010  from:  
http://iteslj.org/Techniques/Noonan-Noticing.html  
 
Nordquist, R. (2010). Grammar and Composition: What is Grammar? (Forum) 
About.com 
Retrieved  in July 31, 2010  from: 
http://grammar.about.com/od/basicsentence grammar/a/grammarintro.htm  
 
 
Oplustilova, S. (2008). The effects of selected motivational strategies on student 
motivation to become gradually more interested in L2. [online] unpublished MA thesis, 
Faculty of Arts, Masaryk University. 
Retrieved  in July 31, 2010 from: 
http://1s.muni.CZ/th/177805/ff_m_b1/MA_thesis_Complete.pdf 
 
Orlova, N. (2003). Helping prospective EFL teachers learn how to use songs in 
teaching conversation classes. The internet TESL Journal, vol. IX, No.3. 
Retrieved in June 15, 2010, from: 
http://iteslj.org/Techniques/Orlova-songs.html 
 
Ozercan, S. (2010). Adapting Feature-Driven Software Development methodology to 
design and develop educational games in 3-D virtual worlds. [online] unpublished Msc 
thesis, Ohio University. 
Retrieved   in July 31, 2010 from: 
http://etd.ohiolink.edu/send-pdf.cgi/Ozercan%20Sertac.pdf?ohiou1271449120 
 
Pekoz, B. (2008). Integrating grammar for communicative language teaching. The 
internet TESL Journal, vol. XIV, No.10. 
Retrieved in July 27, 2010 from: 
http://iteslj.org/Techniques/Pekoz-Grammar.html 
 
Quirk, R. etal (2007). A comprehensive grammar of the English language (21
st
 end), 
Pearson Education Limited, Essex, England. 
 
Radford, A. (1997). Syntax: A minimalist introduction (1
st
 end), Cambridge University 
Press, Cambridge, Britain. 
 
Rajaretnam, T. (2004). Using online Grammar Quizzes for language learning. The 
internet TESL Journal, vol. X, No.8. 
Retrieved in July 31, 2010 from: 
http://iteslj.org/Articles/Rajaretnam-onlineQuizzes.html 
 
Richards, J. (2007). Curriculum development in language teaching (2
nd
 end), 
Cambridge University Press, London. 
 
Rinvolucrl, M. and Davis, P. (1997). More Grammar game: cognitive, affective and 
movement activities for EFL students (3
rd




Robert, J. (2010). Using Games to Enhance Student Achievement. Educational 
Leadership Publications. 




Royka, J. (2002). Overcoming the Fear of Using Drama in English Language Teaching. 
The internet TESL Journal, vol. VIII, No. 6.  
Retrieved in July 4, 2010 from: 
http://iteslj.org/Articles/Royka-Drama.html  
 
Russell, A. (2008). Teacher Training-Grammar Based ppp. Using English.com. 
Retrieved in July 28, 2010 from: 
http://www.usingenglish.com/weblog/archives/000411.html  
 
Sandell, L. (2007). A study of opinions on using fiction in Grammar teaching. [online] 
Unpublished undergraduate thesis, faculty of Education and  
Communication, Jonkoping University.  
Retrieved in Dec 18, 2007 from:  
http://www.diva-portaI.org/hi/abstract.xsgl?dbid806   
 
Saricoban, A. and Metin, E. (2000). Songs, verse and games for teaching grammar. 
The internet TESL Journal, vol. VI, No.10. 
Retrieved in June 15, 2010 from: 
http://iteslj.org/Techniques/Saricoban-songs.html 
 
Savuidou, S. (2004). An integrated approach to teaching literature in the EFL 
classroom. The internet TESL Journal, vol. X, No.12. 
Retrieved in July 23, 2010, from: 
http://iteslj.org/Techniques/Savvidou-Literature.html 
 
Slattery, M. and Willis, J. (2003). English for primary teachers: a handbook of 
activities and classroom language (3
rd
 end). Oxford University Press, Britain. 
 
Suslu, S. (2006). Motivation of ESL Teachers. The internet TESL Journal, vol. XII, 
No.1. 
Retrieved in July 27, 2010 from: 
http://iteslj.org/Articles/Suslu-Teachermotivation.html 
 
Swan, M. (2005). Practical English usage (3
rd
 end). Oxford University Press, UK. 
 
Sysoyev, P. (1999). Integrative L2 Grammar Teaching: Exploration, Explanation and 
Expression. The internet TESL Journal, vol. V, No.6. 
Retrieved in July 22, 2010 from: 
http://iteslj.org/Articles/Sysoyev-Integrative.html 
 




Thornbury, S. (2004). How to Teach Grammar?, Pearson Education, England.   
 
Tomalin, M. (2002). Games and activities: book 3 (level 5 and level 6). Mateu Cromo, 
Madrid. 
 
Torlakovic, E. (2001). Application of a call system in the acquisition of adverbs in 
English. [online] Unpublished M.A thesis, Carleton University, Canada.  
Retrieved in Dec 17, 2 007 from:  
http://www.nlc-bnc.caJobi/s4/f2/dsk3/ftpO4/MQ57717  
 
Vasilopoulos, G. (2008). Adapting Communicative Language Instruction in Korean 
Universities. The internet TESL Journal, vol. XIV, No. 8.  
Retrieved in July 8, 2010 from: 
http://iteslj.org/Techniques/vasilopoulos-CLT.html      
 
Vernon, S. (2008). Who Else Wants To Use-175 Games To Inject Fun Enthusiasm Into 
Their ESL Classes and Watch Their Students English 200% Faster!. ESL games and 
activities for adults. 
Retrieved in August 20, 2010 from: 
http://www.teachingenglishgames.com/adults.htm 
 
Weller, M. (2005). General principles of motivation, Los Angeles Business Journal, 
vol, No.3. 




Willoughby, S. (1993). Card Game Activities Using Grammar-Based 
Dialogue. [online] Unpublished M.A thesis, International Training, Brattleboro, VT.  




Wu, C. (2007). Spoken Grammaticality and EFL Teacher Candidates: Measuring the 
effects of an explicit grammar teaching method on the oral grammatical performance of 
teacher candidates. [online] Unpublished PhD thesis, Ohio State University. 
Retrieved in Dec 20, 2007 from:  
http://www.etd.ohiolink.edu/view.cgi?acc_num=osul178218484     
 
Wuttipornong, T. (2000). Thai students’ opinions on adding communicativç tasks to 
grammar-based English classes. [online] Unpublished MA thesis, faculty of Education, 
University of Canberra.  
Retrieved in Dec 24, 2007 from:  
http://erl.canberra.edu.au/public/adt-AUC20061110.172231  
 
Yu, S. (2005). The effects of Games on the acquisition of some grammatical features of 
L2 German on students’ Motivation and on classroom atmosphere. [online] 
Unpublished PhD thesis, faculty of Education, Catholic University, Australia.  





Zemke, S. (1984). 30 Things We Know for Sure About Adult Learning. Showcasing 
Popular Issues Series , The National Institute for Staff and Organizational Development 
(NISOD), Vol. XXIX, No. 4. 
Retrieved in July 31, 2010 from:                                                            
http://honolulu.hawaii.edu/intranet/committees/FacDevCom/guidebk/teachtip/adults-
3.htm   
 
Ziegler, N. (2007). Task Based Assessment: Evaluating Communication in the Real 
World. [online] unpublished M.A thesis, the University of Toledo. 
Retrieved in July 31, 2010 from:  
http://etd.ohiolink.edu/sendpdf.cgi/Ziegler%20Nathan%20E.pdf?toledo119275 









































  تبتتة األًجلتتى هم: ، المتتاهش  9ط "علممن الممٌتط الزسثممْٕ "  .(0988)أبتتى دطتتب ، فتتؤاد و صتتادق ،  هتتال
 .الوصشَة
 
  ،الزعلن ثبللعت الوٌترح هي خمل  السبظمْة  مٖ اازعمبة  إظزسار٘د٘خثس اظزخدام أ" .(0993)أبى سَا، هذوذ
. "هِمبزاد العول٘مبد السعمبث٘خ اطزثمع لفلجمخ الاما العمبلض اطظبظمٖ  مٖ الومدازض الخب مخ  مٖ عومبى
 .سدىاأل ،عواى. الجاهعة األسدًُة. سعالة هاجغتُش بُش هٌشىس 
 
  الجاهعة األسدًُة: ، عواى  3ط "هجبلئ الق٘بض الٌتعٖ ّالزقْٗن الزسثْٕ" .(0989)أبى لبذ  ، عبا. 
 
  عبل٘مخ اظمزخدام اطلعمبة الزعل٘و٘مخ  مٖ رٌو٘مخ الزسام٘  ّ ". (0998)، عتوُة و الوشعتٍ ، ًجتاح أدوتذ 
جاهعتة  –بلُتة التشبُتة  3العتذد" علوُة هجلة التشبُة ال: " ، الماهش   "االردبٍ ًسْ العلْم لدٓ رله٘ر الوسزلخ
 .عُي شوظ
 
  ،عبل٘خ اظزخدام اطلعبة الزعل٘و٘خ علٔ رسا٘  رله٘ر الاا الساثمع االثزمدا ٖ  مٖ "(. 0999)دغي، دغي 
هجلتتة بلُتتة . سعتتالة هاجغتتتُش بُتتش هٌشتتىسٍ، الجاهعتتة األسدًُتتة، عوتتاى، األسدى. "رعلمم٘ن القْاعممد الٌسْٗممخ
 .30-0الجضء الخاًٍ،.التشبُة،العذد الخاهظ عشش
 
 ،ٍأثمس اظمزخدام اطلعمبة الزعل٘و٘مخ  مٖ الزسام٘  ّ زمت االظمزفل  العلومٖ لفلجمخ " .(9883)هذوذ  البهادل
 .جاهعة بغذاد:، سعالة هاجغتُش بُش هٌشىس "الاا الثبًٖ الوزْظظ  ٖ هبلح الك٘و٘بء




  الطبعة األولً، الماهش  "ّ الزقْٗن  ٖ الزسث٘خ  هجبلئ الق٘بض"(. 0998)الضَىد، فهوٍ و علُاى، هشام :
 .عشبٍداس الفمش ال
 
  أثس الزعلن عي طسٗق اللعت  ٖ الزسا٘  الدزاظٖ ّ االززتبظ  ٖ هبلح اللغخ "( 9887)المذوهٍ، تغشَذ
سعالة هاجغتُش بُش  "االًدل٘صٗخ لدٓ طلجخ الاا الساثع ّ اطظبظٖ  ٖ هدازض هدٌٗخ ًبثلط السكْه٘خ
 .جاهعة الٌجاح الىطٌُة، ًابلظ، فلغطُي:هٌشىس 





 ،هسزلخ همب ( 3ثزسا )أثس اظزخدام اطلعبة اللغْٗخ  ٖ هٌِبج اللغخ اإلًدل٘صٗخ "(. 9888)الوذاًا ، دٌاى ٖ 
، سعتالة هاجغتتُش بُتش "ثعمد القمساءح  مٖ رسام٘  طلجمخ الاما العمبثع اطظبظمٖ  مٖ القمساءح الوتبُ٘و٘مخ
 .األسدى. جاهعة هؤتة. هٌشىس 
 
 ، علمٔ رسام٘  ( ثزمسا)عبة اللغْٗخ  ٖ هٌِبج اللغمخ اإلًدل٘صٗمخ اثس اظزخدام اطل"(. 0995)الٌوشا ،هطُعة
، سعتالة هاجغتتُش بُتش "الوتمسلاد لمدٓ طلجمخ الاما العبؼمس اطظبظمٖ  مٖ هدٗسٗمخ عومبى الكجمسٓ اطّلمٔ






 لوتسلاد اللغْٗخ  ٖ هبلح أثس اظزخدام اطلعبة اللغْٗخ علٔ رعلن الزساا٘ت ّ ا" .(0998)الىهُبٍ، هذي
: ، سعالة هاجغتُش بُش هٌشىس "اللغخ االًدل٘صٗخ لدٓ طبلجبد الاا اطّ  الثبًْٕ ثودٌٗخ السٗبض
 .الشَاض
Retrieved in August 17, 2010 from: 
.php?p=1275http://www.elssafa.com/vb/showthread 
 
 ، ًأثس اظزخدام اطلعبة اللغْٗخ  ٖ ردع٘ن هِبزاد الزْا    ٖ اللغخ اإلًدل٘صٗمخ الغمخ "(. 0993)عبذٍ، سل
. عوتاى.الجاهعتة األسدًُتة.سعالة هاجغتُش بُش هٌشتىس  ."أخٌج٘خ لدٓ عٌ٘خ هي الفلجخ الوجزد ٘ي  ٖ اطزلى
 .األسدى
 
  بة الزعل٘و٘خ  ٖ رسع٘ي هِبزح رِدئخ هتسلاد اللغخ أثس اظزخدام اطلع" .(9889)عبذوى، هُوىًة
الوذٌَة : ، سعالة هاجغتُش بُش هٌشىس "االًدل٘صٗخ لفبلجبد الاا العبلض االثزدا ٖ  ٖ الودٌٗخ الوٌْزح
 .الوٌىس 
Retrieved  August 16, 2010 from: 
933.htm-id-show-action-tyat.com/newshttp://tk 
 
  داس الششوق للٌشش والتىصَا: ، عواى 0ط "سثْٕ لزالق٘بض ّالزقْٗن ا"  .(0988)عبُذا  ، علُواى. 
 
  الزسثْٗخ  ّاظزخداهبرَ  ٖ الكؽا عي هاداق٘خ الٌزب ح  ٖ الجسْس الزأث٘سزدن "  .(9888)عفاًة ، عضو
 .   56-99التشبىَة الفلغطٌُُة، العذد الخالج ص  هجلة البذىث والذساعا " ّالٌتع٘خ 
 













































 بغن هللا الشدوي الشدُن
 
The Effects of Game Strategy on the Learning of Grammar  
For 12
th










Lessons for 12 g the Most Important GrammarSubject: Selectin 
 
The researcher is carrying out an MA research on the effects of game strategy on learning 
of grammar for 12
th
 grade students.                                                                                        
 
As you know, the 12
th
 English curriculum has ten units with 14 grammar lessons.              
 
You are kindly requested to complete this by selecting the most important five lessons 
according to your point of view.                                                                                             
 
All your contributions are highly valued. If you have any comment, please use an 
additional sheet.                                                                                                                      
 
 
Your personal profile 
 
● Teacher's gender:                      (      ) Male 
                                                      (      ) Female 
 
● Qualification:                            (      ) Bachelor degree 
                                                      (      ) Master or more than 
 
● Experience:                               (      ) less than 5 years 
                                                      (      ) from 5-10 years 
                                                      (      ) more than 10 years 
 
● Student's gender                        (      ) Male 
                                                      (      ) Female 
 
● Stream                                       (      ) literary 
                                                      (      ) scientific 
 
Thank you for collaboration 
 
Researcher,        




A list of grammar lessons 
for 12
th
 grade curriculum 
 
 
Please, tick () only ten grammar lessons according to your own opinion. 
 
Selected Lessons  Grammatical Items Number 
 Making yes/no questions and wh. Questions 
with present and past simple. 
1- 
 Verb to be and verb to have 2- 
 Present tenses 3- 
 Past tenses 4- 
 Modal verbs (present and past) 5- 
 Conditionals 6- 
 Passive 7- 
 Infinitive and gerund verbs 8- 
 Indirect questions 9- 
 Pronouns and reflexive pronouns 10- 
 Prepositions with verbs and nouns and in 
phrases 
11- 
 Prepositions of place and movement 12- 
 Relative clause 13- 














Researcher,       










The Effects of Game Strategy on The Learning  
of Grammar for 12
th
 Grade Students 
Dear educators,  
Refereeing Achievement TestSubject:  
 
The researcher is carrying out an MA research on the effects of game-strategy on learning 
of grammar for 12
th
 grade students. 
The researcher has designed an achievement test for this study. The test consists of five 
grammatical subjects:  
Present tenses, the first and the second conditional, passive, pronouns and relative clause. 
        Also, the test has five different questions with fifty items covering the five 
grammatical subjects in balance. 
        One of the requirements of this study is to conduct pre/post grammar test. Please, 
you are kindly requested to look carefully at the attached test, and fill in the following 
form whether the items of the test are suitable or unsuitable. 
Your notes and responses will be highly appreciated and confidential. 
 
Your personal profile 
● Name:  ……………………………………………………                                               
● Job:    …………………………………………………….. 
● Qualification:            (     ) Bachelor degree 
                                     (     ) Master degree 
                                     (     ) PhD degree 
  
● Experience:               (     ) less than 5 years 
                                     (     ) from 5-10 
                                     (     ) more than 10 years                                                                    
● Date: 
 
Post-test Refereeing Checklist 
Low Average  High  Items 
   1- The test items reflect the objectives. 
   2- The questions suit twelfth graders' level. 
   3- There is coherence between the test items and the 
     table of specification. 
   4- The layout is acceptable 
   5- The rubrics are clear. 
   6- The time assigned is suitable. 
 
All your contributions are highly valued. If you have any comment, please use an 
additional sheet. 
Thank you for collaboration  
 
 
                                                                                                                Researcher,  







Date:                                                                                                                                   
Time: 65 minutes                                                                                                          50  
Name: ……………………….……                                   Class: ………………                
        
 
 
Answer the following questions: 
.                                 (10 Points)A) Decide whether the following  are True or False 
1- I have watched TV for two hours every evening.  (            ) 
2- At the moment the children play in the garden. (           ) 
3- Tim is still watching television. He's been watching television all day. (          ) 
4- If I am rich, I would buy a big house. 
5- If he succeeds, he will join the university. (            ) 
6- This house is quite old. It was built in 1930. (           ) 
7- The room should cleaned. (            ) 
8- A friend of me is coming to stay with me next week. (         ) 
9- I can't do all these things by myself. I don’t need anyone to help me. (         ) 
10- The lady who son is lost is my sister-in-law. (           ) 
 
(10 Points)                                       B) Choose the correct answer from a, b, c or d.  
 
11- My sister ……………….in Hebron for more than twenty years. 
      a) are lived                b) have lived             c) has lived                    d) has live 
12- Look! They …………..fighting. 
      a) am                         b) are                         c) is                                 d) have 
13- If I  …………. No money, I would borrow some from you. 
      a) have                      b) had                          c) had had                     d) will have 
14- The prime minister's plan …………accepted by all ministers. 
      a) have been             b) has been                  c) are                             d) were 
15- The stories ……………..in the classroom now. 
       a) written               b) are writing        c) are being written    d) are been written 
16- Who made your shirt? I made it …………….. 
       a) himself                b) myself                      c) herself                        d) itself 
17- Give ……………the book. She must leave now. 
       a) she                       b) himself                     c) her                             d) him 
18- The ring …………….is lost has been found. 
       a) whom                   b) which                           c) whose                       d) who 
19- The house …………..is in quiet street. 
        a) which he lives     b) where he lives             c) he lives             d) whose he lives 
20- Mohammad ……………….five times a day.  
      a)prays                b) is praying                 c) prayed                d) has been praying 
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(10 Points)                                                          ) the correct sentence.   C) Tick (  
21-   The water is boiling. Can you turn it off. 
            The water boils. Can you turn it off. 
 
22-  What do you think? 
            What are you thinking? 
 
23-   The ceiling was white. Now it is blue. Ann has painted the ceiling. 
            The ceiling was white. Now it is blue. Ann has been painting the ceiling. 
 
24- Sue wants to phone Paul but she can't do this because she doesn't know this number. 
She says:  
       If I knew his number, I would phone him. 
          If I know his number, I will phone him. 
 
25-  Nobody was met at the party last night. 
          Nobody were met at the party last night. 
 
26-  When I arrived my home yesterday, the food has been cooked. 
           When I arrived my home yesterday, the food had been cooked. 
 
27-  We went on holiday with some friends of ours. 
           We went on holiday with some friends of us. 
 
28-  I don't want you to pay for me. I'll pay for myself. 
           I'll pay for me? 
 
29-  My brother Jim, who lives in London, is a doctor. 
          My brother Jim whom lives in London is a doctor. 
 
30-  The lady who son is lost is my sister-in-law. 
          The lady whose son is lost is my sister-in-law. 
 
 
(10 Points)    nces and correct them.D) Find out the mistakes in the following sente 
 
31- Ali is coming from Palestine. 
……………………………………………………………………………………… 
32- My father is teaching English language for thirty years. 
……………………………………………………………………………………… 
33- My train will leave tomorrow. 
……………………………………………………………………………………… 
34- If I had some eggs, I can make an omelette. 
……………………………………………………………………………………… 
35- The stories have being written. 
……………………………………………………………………………………… 
36- I don't like to cheated. 
……………………………………………………………………………………… 
37-She put the bag next to herself.  
……………………………………………………………………………………… 




39- The students himself gave an answer to the difficult question. 
……………………………………………………………………………………… 




(10 Points)               E) Rewrite the following sentences using words in brackets.  
 
41- I joined Palestine Secondary School two years ago and I am still there. (been) 
……………………………………………………………………………………… 
42- I haven't seen him for years. (since) 
……………………………………………………………………………………… 
43- He has just come. (just now) 
……………………………………………………………………………………… 
44- I don't think you know her address, so you can't write to her. (If) 
……………………………………………………………………………………… 
45- Ali can send me a present. (present) 
……………………………………………………………………………………… 
46- They will have to cancel the flight. (The) 
……………………………………………………………………………………… 
47- He did his homework with no help. (himself) 
……………………………………………………………………………………… 
48- Ali is my friend. (mine) 
……………………………………………………………………………………… 
49- I met the winner. His horse won the race. (whose) 
……………………………………………………………………………………… 




























1-Game name: Talking football 
Grammar focus: Present tenses 
Time: 70 minutes 
Material: Sheet of paper game 
Language output: 1- Mary is playing football. 
                              2- Mary has been playing football for six hours. 
                              3- Mary has played football. 
                              4- Mary plays football. 
In class:  
1- The teacher divides class into ten groups of four students. 
2- Each group is divided into 2 pairs, in each pair, a low proficient and a high 
proficient student. All pairs compete against each other in each group. 
3- The teacher gives out a sheet of paper consists of the game. 
4- The teacher explains the game and asks students to start. 
5- Each group chooses the pair who should start playing according to its turn. 
6- First, I tell the class the instructions of the game as the following: 
a) I ask an excellent student to write a paragraph on the board about himself. 
b) While he is writing, I ask the students what he is doing. 
c) I elicit the answer. Of course, one of the students will say: He is writing a 
paragraph. 
d) I ask, another question: How long has he been writing the paragraph? 
e) I elicit: He has been writing the paragraph on the board for six minutes.  
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f) When the student finishes writing on the board, I ask: What has happened on 
the board?  I elicit: Ali has written a paragraph about himself.  
7- I ask each group to make a different situation concerning present perfect and 
present perfect continuous and to present it in front of the class. 
8- The situation should be acted within two minutes and any mistakes, the group 
loses its turn and the points.  
9- Another group can correct the mistakes and get the points. 
10- The group which gets high points is the winner.  
             For practising present simple and present continuous, the teacher asks the 
students to do the following steps: 
1.The students use the cue words in the orange rectangles and combine with a verb 
in the white triangles to make full sentences. Students should change the verbs 
according to the tense and number. If the cue word has a question sign then they are 
expected to make questions instead. 
2. For every correct sentence the students can advance one space ahead from each 
side of the goal. 
3. The other team or player must listen carefully to spot the mistakes. If there is not 
any mistake in the sentence, the player can keep his/her space. 
4. If there is a mistake the team or player gets a yellow card and move back one 
step. If no mistake they keep their captured space. The other team takes its turn to 
combine cue words and keys words to make sentences. Every successful sentence 
means they retain the space and prepare to advance. 
5. Both teams (players) keep advancing until they meet on one space. When they 
meet they do ROCKS, PAPER and SCISSORS. The team that looses the ROCKS, 
PAPER & SCISSORS guess, gets a red card and goes back to start. The winning 
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side continues until they meet again. Every time they, meet they do rocks, paper, 
and scissors to see who gets a red card. The team that gets to the other team's goal, 
wins. 
6. When players get to the centre, it is a FREE space so they can create any 
sentence they like. 











































2-Game name: What if…? 
Grammar focus: The first and the second conditional 
Time: 35 minutes 
Material: Sheet of paper game 
Language output:  1- If I get high marks, I will study in faculty of medicine.  
1- If I had money, I would buy a car. 
In class: 
1. The teacher divides class into ten groups of four students. 
2. Each group is divided into 2 pairs, in each pair, a low proficient and a high 
proficient student. All pairs compete against each other in each group. 
3. The teacher gives out a sheet of paper consists of the game. 
4. The teacher explains the game and asks students to start. 
5. Each group chooses the pair who should start playing according to its turn. 
6. The teacher roll the dice and count spaces according to the number on the dice. 
Wherever you land, read the sentence and complete it with a suitable stanza.  
7. If a player falls in the pirate space                 , he goes back to start. 
8. If a player falls in the space with a backward pointing finger           , he returns 
according to the description in the space and vice versa for the forward pointing 
finger              
9. If a player can not use the correct missing word or stanza, he misses a turn.  































3-Game name: Something in common 
Grammar focus: Passive voice 
Time: 35 minutes 
Material: Sheet of paper game 
Language output:   1- My pen is made of wood. 
                2- Five trees were planted in the field yesterday. 
In class:  
1. The teacher divides class into ten groups of four students. 
2. Each group is divided into 2 pairs, in each pair, a low proficient and a high 
proficient student. All pairs compete against each other in each group. 
3. The teacher gives out a sheet of paper consists of the game. 
4. The teacher explains the game and asks students to start. 
5. Each group chooses the pair who should start playing according to its turn. 
6. Before class, cut out one set of cards for every two teams and place the sets in 
bags or envelopes. 
7. On the board, write down a few pairs of items similar to those on the cards, and 
elicit what the items have in common. With each pair of items, model and 
monitor the target language. 
8. Divide the class into teams of two or three, pair off teams, and hand out the bags 
or envelopes. 
9. Playing the game: 
a) Every two teams must appoint one player to time the game and keep 
the score. 
b) Team A draws a card from the bag or envelope and challenges team B 
with What do……and ………have in common? For example, what do 
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shoes and bags have in common? Team B has some (pre-established) 
time to discuss among themselves and produce an answer using the 
target language. If it is accepted by everyone in terms of meaning and 
form, team B collects the card. Otherwise, team A gets the chance to 
find a good answer and collect the card themselves. 
c) Teams take turns proceeding in this way until all the cards have been 
used. The team with the largest number of cards wins the game.  




































4-Game name: Family album 
Grammar focus: Pronouns  
Time: 35 minutes 
Material: Two sheets of paper game 
Language output:     1- I/ We/ He/ She/ It/ They/ You study Arabic. 
                                  2- It is my/ our/ his/ her/ its/ their/ your pen.  
                                  3- myself/ourselves/himself/herself/itself/ themselves/ yourself   
In class:  
1. The teacher divides class into ten groups of four students. 
2. Each group is divided into 2 pairs, in each pair, a low proficient and a high 
proficient student. All pairs compete against each other in each group. 
3. The teacher gives out a sheet of paper consists of the game. 
4. The teacher explains the game and asks students to start. 
5. Each group chooses the pair who should start playing according to its turn. 
6. Before class, cut out the cards and place them inside a bag or envelope, one set 
per group. 
7. Divide the class into groups and hand out the material. 
8. Model the language and demonstrate the basic principle of the game by drawing 
a card from one of the bags or envelopes, and asking the class where it could go. 
Repeat this a couple of times to make sure they can use the language correctly 
and have understood the principle of the game. 
9. Playing the game: 




b) The first player draws a card. One of the following situations will then 
occur: 
- the player fills one of the slots in the four top squares correctly with the 
item on the card, in which case he or she may enter the maze by 
moving a counter into the target square. 
- The player knows that the item on the card does not fit into any of the 
top slots, in which case he or she may put it back into the bag or 
envelope and give it just one more try. 
- The player attempts to fill one of the slots, but produces a wrong 
sentence, in which case he or she puts the card back and remains in 
place. 
c) Players take turns proceeding in this way. After they have entered the 
maze, they may only move into those squares that are connected by a 
passageway to the square where their counter stands, and providing that 
the target square is not occupied by anyone else. 
d) The first player to come out of the maze wins the game.  

















……..have a big 
family, two 
brothers and one 
sister, a dog and 
my cat Bernard. 
This is my 
father. ………is 
a police officer. 
He does his food 
by ……….. . 









My brothers are 
my best friends. 
………names 
are Carl and 
Cliff. 
My brother Cliff 







Do you have a 
brother? What's 
……….name? 
This is my 
sister. ……name 
is Janet. 
My sister is 
always on the 
phone with 
……boyfriend. 
We live in 
Orange Garden. 
……..is a small 
town but very 
nice. 




very nice and 
comfortable. We 
have a garden 
with beautiful 
flowers. 
Do you and 
…..family live 
in a house or an 
apartment? 
My grandparents 
don't live in 
Orange Garden, 
but ………come 
to visit once a 
month. 
My grandmother 
is a fantastic 
cook.  
……chocolate 




My family and I 
love the sea.  
……often go to 
the beach. 
School is OK.  
…….favourite 
subject is Maths. 
And I like 
Biology too. 
This one is my 
English teacher.  
…….name is 
David Palmer. 
I have a 






These are David 
and Tim, my 
neighbours.   
…….live just 
across the street. 
David and I play 
tennis together 
at the club. 
…..is a very 
good player. 
My friends and I 
go out every 
Saturday.   
…...usually go 
to parties or to a 
disco. 
Today is a 
special day for 
me.  …..is my 
birthday. 
I …….feed 
them when they 
are hungry.  
 
MY YOU I HE HIMSELF 
THEY SHE THEIR HE HERSELF 
HIS HER HER IT THEMSELVES 
OUR YOUR THEY HER OURSELVES 
WE MY HIS HER ITSELF 
THEY HE WE IT MYSELF 
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5-Game name: Tell me! 
Grammar focus: Relative clauses  
Time: 35 minutes 
Material: No material (orally) 
Language output: 1- A teacher is someone who teaches the students. 
                              2- This is the key which opens the door. 
                              3-  A widow is a woman whose husband is dead. 
                              4- This is the mosque where I pray in everyday.  
In class:  
1. The teacher divides class into ten groups of four students. 
2. Each group is divided into 2 pairs, in each pair, a low proficient and a high 
proficient student. All pairs compete against each other in each group. 
3. The teacher gives out a sheet of paper consists of the game. 
4. The teacher explains the game and asks students to start. 
5. Each group chooses the pair who should start playing according to its turn. 
6. First, I explain the game to my students by giving them an example: 
a) I can say, Look at that student. 
b) One student says: tell me who? I say: Look at that student who is wearing 
a T-shirt.  
c) I can also say: Look at that bag. One student says: tell me which? I say: 
Look at that bag which has the red colour. 
d) I tell the groups that they can ask many questions to define people and 
things such as: 
- Who is the teacher? 
- Who is the doctor? 
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- Who is the widow? 
- What is the pen used for? 
Here, students can say: A pen is something which we write with. 
- What is that mosque? 
A student can say: This is the mosque where I pray in.  
7. In each group, there are two pairs, each pair has to ask the other a definition 
question as it is mentioned above, the pair who can not answer loses its right to 
continue.  
8. The winning pairs play together until we have the first pair who can challenge 
until the end of the game. 
9. When a pair asks the other, the answers should be written on the board. 





















Name:……………………………….   Class:……………………………… 
Complete the following sentences with the correct form of the verbs in brackets. -1 
        1. Look, they………..to repair the broken car. (try) 
        2. Our house……………near Abu Baker mosque. (stand) 
        3. The bus has not arrived yet. We …………….for three hours. (wait) 
        4. Hello! What ………….you…………..now? (do) 
        5. Ahmed …………the room. He painted it three hours ago. (paint) 
 
 
le the correct answer.Circ -2 
       1. The next tour……………..at 3.45. 
            a) start                     b) started                   c) starting                 d) starts 
      2. I ………………for the bus since 8:00 in the morning. 
           a) waits                b) has been waiting       c) waiting      d) have been waiting 
      3. Asia and Africa ………………still………………rapid rises in population. 
           a) is showed            b) is showing               c) has showed     d) are showing 
      4. My father………….in America since 2000. 
           a) has lived           b) lived              c) is living           d) lives 
     5. I ………………..he is a polite man. 
           a) think             b) am thinking         c) thinks            d) was thinking 
 
e following dialogue.Complete th -3 
          A:  Where is Ali?  
          B:  He………………………………. 
          A:  ………………………………………? 
          B:  He has been praying for half an hour. 
          A:   ………………………………………? 
          B:  Yes, he has prayed. 
          A:   Where does he pray? 






The first & the second conditionals 
 
Name:……………………………….   Class:……………………………… 
 
A) Choose the correct answer from a, b, c and d: 
 
  1- I will go into the country tomorrow if it ( is – will be – were – had been ) fine. 
  2- If you finish your work early, you (would go – can go – would have gone –  
      have gone) home. 
  3- If I ( have – had – had had – will have ) no money, I would borrow some from you. 
  4- If we ( had – have – have had – had had) a lot of money last year, we'd have spent  
         our holiday abroad. 
 
 
B) Answer the following questions: 
   1- What will you do if you succeed? 
   2- Imagine that you are a president, what would you do? 
 
 
C) Complete the following: 
  1- Ali will watch TV if ………………………………………. 
  2- If I ………………………………, I would buy an expensive car. 
 
 
D) Rewrite using the word(s) in brackets to give the same meaning: 
  1- Perhaps I will finish my work early. If so, I'll go home.                                     (If) 
  2- It is possible that it will rain tomorrow, in that case I won't go to work.            (If) 
  3- He doesn't take any exercise, therefore he is fat.                                                 (If) 
  4- I'm too tired to walk.                                                                                            (If) 






















Name:……………………………….   Class:……………………………… 
 
A) Choose the correct answer from a, b, c and d: 
 
 1- The questions ……………….properly. 
    a. have answered       b. have been answered    c. had answered    d. have been answering 
 2- Some letters ……………..to my friends. 
    a. are sending       b. are going to send       c. were sending      d. are going to be sent 
    3- Parking ……………here. 
    a. is not allowed    b. is not allowing          c. doesn't allow     d. was not allowing 
4- This bag ……………of leather. 
     a. is made            b. is making             c. makes              d. made 
 5- Tamer ………….. at the party last night. 
   a. didn't see       b. hadn't seen             c. wasn't seen            d. wasn't seeing 
 
 
B) Put the following into the passive form: 
 
  1- People will show the visitors the new buildings. 
  2- Someone ordered the prisoners to stand up. 
  3- They will ask us all several questions. 
  4- They could have prevented the disaster. 
  5- People must leave bicycles in the hall. 
 
 
e same meaning:C) Rewrite using the word(s) in brackets to give th 
 
  1- It was considered wrong for women to take part in public life.         (People) 
  2- Hany persuaded his father to allow him to go to the cinema.             (by) 
  3- Do the homework.                                                                               (Let) 

















Name:……………………………….   Class:……………………………… 
 
 
A) Fill in the gaps: 
 
A: Where is Qatar? 
B: ……is near Saudi 
Arabia. 
A: That is Hans. ……is       
      from Germany.  
A: Welcome to the class. 
B: ……am David and this 
is     Maria. ……..is from 
Italy.  
A: Do you know the            
      teacher? 
B: No, I don't know …….. .  
A: Do you know Maria? 
B: No, I don't know ……. . 
A: And who are ……….? 
B: ….. are students from     
      Qatar. 
 
 
B) Complete the sentences with a possessive adjective: 
  1- 'My sister's married.'                              What's ……….husband's name? 
  2- 'My brother's office is in New York.'     What's ……..job? 
  3- 'Mum and dad are in Rome.'                  What's ………..phone number? 
 
 
C) Use reflexive pronouns to complete the sentences: 
  1- Your hair looks terrible. Look at …………in the mirror. 
  2- Ahmed is getting very strange. He talks to ……………..all the time. 
  3- The question ……………is not very complicated, but the answer certainly is. 
  4- The old lady lives ………….these days, and she rarely goes out to see anyone. 
  5- You don't need to explain what I did to everyone. I can speak …………….. 
 
 
D) Choose the correct answer: 
  1- They are at college now, so they have to organize things (themselves – at 
themselves – 
      for themselves – about themselves). 
  2- I'm going to do it (by myself – for myself – myself – mine). I don't need anyone to   
         
      help me. 
  3- A friend (with mine – for mine – of mine – mine) is coming to stay with me next     
          











Name:……………………………….   Class:……………………………… 
 
 
ng pairs of sentences.Use who or which to join the followi 
1. I climbed up the stairs. They were newly painted. 
2. Nadia looked angry. She has been listening to our conversation. 
3. The new stadium will be opened next month. It holds 90,000 people. 
4. The thief was arrested. He stole the money. 
5. I do not know the answer. You asked me about it. 
6. The empire state building rises 1,250 feet in the air. It is the second tallest building 
in New York city. 
7. The trees are going to be cut down soon. They line main street. 
8. Mr. James Cameron invited us to dinner. He is a marvelous movie director.  
 
Choose the correct answer. 
1. The girl (who – which – whose – where) is playing violin is my cousin. 
2. I have really enjoyed the book (who – which – why – whose) you gave me for my 
birthday. 
3. San Francisco is a city (who- which – when – why) always welcomes different 
cultures. 
 
Complete the following sentences with suitable relative clause. 
1. An orphan is a child …………………parents are dead.  
2. A cemetery is a place……………….people are buried. 






















This list includes the names and titles of the referees who refereed the achievement test and 
the educational games where 1 refers to those who refereed the test, 2 refers to those who 
refereed the educational games and 3 refers to those who selected the most important 
grammar lessons.  
1- Test's referees                2- The educational games referees      3- Checklist's referees 
 
3 2 1 Institution Field Name 
   IUG Faculty of Education Prof E'zzo Afana 
   IUG Faculty of Arts Dr Sadeq Firwana 
   MOEHE Supervisor of English Mr Abed Ul Kareem El-Ejla 
   MOEHE Supervisor of English Mr Ahmad Al-Habash 
   MOEHE Supervisor of English Mr Ahmed Al-Rifi 
   MOEHE Supervisor of English Mr Haider Abo Shaweesh 
   MOEHE Supervisor of English Mr Hani El-Helo 
   MOEHE Supervisor of English Mr Jamal Al Sahabany 
   MOEHE Supervisor of English Mr Kamal Abu Shamla 
   MOEHE Supervisor of English Mr Khadra Abu Jahjouh 
   MOEHE Supervisor of English Mr Moeen Kuhail 
   MOEHE Supervisor of English Mr Mustafa Abu Atwan 
   MOEHE Supervisor of English Mr Munir Saleh 
   MOEHE Supervisor of English Mrs Sahar Hassan 
   MOEHE Supervisor of English Mrs Yousra El-kahlout 
   Maroof El-Rasafi Secondary 
School 
Teacher of English Mr Ahmed Al-Kord 
   Khaleel El-Wazeer Secondary 
School 
Teacher of English Mr Ashraf El-Sorani 
   Palestine Secondary School Teacher of English Mr Ashraf Quaider 
   Khaleel El-Wazeer Secondary 
School 
Teacher of English Mr Hani El-Halaq 
   Palestine Secondary School Teacher of English Mr Husam Shaheen 
   Maroof El-Rasafi Secondary 
School 
Teacher of English Mr Mohammed El-Halimi 
   Maroof El-Rasafi Secondary 
School 
Teacher of English Mr Nour El-Dalo 
   Abed El-Fatah Ihmoud 
Secondary School 
Teacher of English Mr Saad Abu Bshara 
   Palestine Secondary School Teacher of English Mr Shady Taha 
   El-Karmel Secondary School Teacher of English Mr Wael El-Belbasi 
   Khaleel El-Wazeer Secondary 
School 
Teacher of English Mr Wesam Shaheen 
 
IUG  stands for the Islamic University of Gaza 














The controlled group's marks in the five quizzes 
Note: Each quiz has ten marks. 
 Present اعن الطالب م
tense (10) 















  5 5 5 7 6 ازود ثكس هسوْل الصعجْط 1
  3 5 4 5 4 ازود خل٘  هسود زسة 2
  7 8 6 8 8 ازود طبُس ازود لْلْ 3
  6 7 7 8 7 زث٘عازود عجد التزبذ زوداى ا 4
  5 5 5 6 5 اٗبل هسود هسوْل ًْٗط 5
  8 9 7 9 9 ثسس هسود لاّل  جبذ 6
  5 6 5 6 5 خِبل عجد السو٘د الع٘لخ 7
  5 7 5 6 6 خبلد زعي عجد السزوي ؼبُ٘ي 8
  6 7 5 7 7 خبلد  لذ اثساُ٘ن الودُْى 9
  4 6 7 6 5 ظل٘وبى عبل  ظل٘وبى هخ٘وس 10
  5 6 7 7 6 ق٘  ؼعجبى لْلْ لذ هسود ع 11
  8 8 6 8 8 عجدهللا ثؽ٘س اثساُ٘ن عٌبى 12
  5 5 6 6 5 عجدهللا هسود ع٘د ؼعجبى ثدّٕ 13
  6 7 7 7 7 عجد الِبلٕ هسود عجدٍ اثْ ؼِل 14
  5 6 7 8 6 عوس اه٘ي ظلم عاتْز 15
  7 8 6 9 8 عوسّ علٖ لٗت الٌخبلخ 16
  5 6 6 8 5  ؤال زعبم  ؤال اثْ التزر 17
  6 7 8 7 7  ْشٕ عجد الكسٗن  ْشٕ الؽسٗا 18
  5 5 6 7 5 هؤًط ُبًٖ زهضبى الؽبعس 19
  5 5 6 6 5 هددٕ خجس عجدهللا الدلدح 20
  6 6 7 7 6 هسود ازود عجد الكسٗن ظك٘ك 21
  6 7 8 7 7 هسود ازود هسود الدٗوبظٖ 22
  6 7 6 8 7 هسود شٗبل ًعوبى السلْ 23
  6 7 7 7 7 ؼعجبى زب ظ ثدّٕهسود  24
  5 5 6 6 5 هسود  دقٖ هسود اظل٘ن 25
  7 7 7 7 7 هسود عجدهللا زع٘ي اساش 26
  5 5 5 6 5 هسود عفب هافتٔ الدعتسإّ 27
  5 6 5 6 5 هسود  ؤال هسود عك٘لخ 28
  5 6 7 7 6 هسود اوب  عجد السٖ اثْ عجبلح 29
  7 6 6 7 7 هسود هسّاى عبل  عدْز 30
  5 6 5 7 6 هسود هظتس ظلوبى الٌْارٖ 31
  7 6 6 7 7 هسود ًج٘  عجدالسو٘د شقْد 32
  6 7 6 8 6 هسوْل عوس زعي ؼسبلح 33
  5 5 4 6 5 هسوْل  خسٕ ازود القدّح 34
  8 8 7 8 8 هسوْل هبشى عجد اثْؼِل 35
  8 8 7 8 8 هٌِد هسود هاجبذ اثْ اسغ 36
  7 6 7 8 8 هٌِد ًبظن لزّٗػ العساج 37
  6 8 6 7 6 ّل٘د علٖ رْز٘د هسردٔ 38
  5 7 5 6 5 ٗس٘ٔ شٗبل ظع٘د  لذ 39
  7 5 6 8 7 ّظبم ًج٘  اثساُ٘ن الؽس ب 40
       الودوْ  الٌِب ٖ 




The experimental group's marks in the five quizzes 
 




















  8 9 8 9 8 إثساُ٘ن خْلد ظلوبى اس٘   1
  6 6 6 8 6 ازود ظع٘د زع٘ي هٌِب 2
  7 6 7 9 7 ازود ظل٘ن عبطا اسٗن 3
  6 7 6 9 6 و٘س إثساُ٘ن عل٘بىازود ظ 4
  8 9 9 8 8 ازود عبهس خلا أُ  5
  8 9 9 9 8 عجد الِبلٕ ظبلن نازود عجد السز٘ 6
  6 7 7 8 6 ازود ًج٘  ازود الاج٘سٖ 7
  8 9 8 8 8 أظبهخ هسود إثساُ٘ن أثْ ظبلن 8
  8 8 8 10 8 إظوبع٘  ظت٘بى إظوبع٘  الِوص 9
  9 10 10 10 9 أظ٘د زعي خل٘  العس 10
  9 9 9 10 9 اًط عوبل ظع٘د الجفسٗخٖ 11
  7 8 7 8 7 خل  طلعذ خوب  الاتدٕ 12
  9 9 9 9 9 زعي ازود زب ظ ؼساة 13
  7 9 8 8 7 زث٘ع هبخد هسود العْظٖ 14
  9 9 10 10 9 زخت هسود خْلح زهضبى أثْ الٌْز 15
  7 8 7 8 7 ظساج طلعذ الْز٘دٕ 16
  6 8 8 8 6 لخصًدازظعد شٗبل ظل٘ن ا 17
  5 7 6 7 5 ظِ٘  ّا   ظِ٘  لٗبة 18
  7 8 8 9 7  بلر ازود  بلر ؼسبلح 19
  8 10 9 9 8 ض٘بء زودٕ ْٗظا ؼقْزح 20
  6 8 8 8 6 عجد هللا ظبهٖ عجد هللا السؽبم 21
  9 10 9 9 9 عجد هللا هسود  ٘ا  عوس الفجب  22
  8 9 9 9 8 عوبز عوس ًْٗط العثوبًٖ 23
  6 8 7 8 6  ؤال ظت٘بى عجد هللا لٗبة 24
  6 8 7 8 6  ض  زؼبل ظبلن زب ظ أثْ خج  25
  8 7 8 8 8 هؤهي زأ ذ هسود زعًْخ 26
  6 8 6 7 6 هبُس ظو٘س عوس الجْزًْ 27
  8 8 7 8 7 هسود ازود عثوبى اطعسج 28
  10 8 9 9 9 هسود  جسٖ خوعخ زعبى 29
  7 9 7 9 7 ْ ل٘لخهسود ابٗد عجد الِبلٕ أث 30
  7 8 8 9 7 هسود هددٕ ازود زوداى 31
  8 7 7 9 8 هسود هسوْل إثساُ٘ن الخْاخخ 32
  6 7 7 8 6 هسوْل زخت ظبلن الاتدٕ 33
  6 7 7 8 6 هسود زو٘د مهعبذ عجد العل 34
  6 7 7 8 6 هٌِد عصهٖ ظل٘ن الخصًداز 35
  9 9 8 7 5 هْظٔ هبشى ظع٘د الصزل 36
  9 7 8 9  8 ن ازود إثساُ٘ن هٌاْزّظ٘ 37
  7 8 8 9 8 ْٗظا أاسم زعي السلق 38
  8 7 7 9 6 لؤٕ ّظبم ازود ازود 39
  9 9 8 9 8 زؼدٕ العساج 40
       الودوْ  الٌِب ٖ 
       الٌعجخ الوئْٗخ 
 





Name:                  Husam R. Ishtawi 
Date of Birth:    29-7-1974 
Place of Birth:   Palestine-Gaza 
Martial status:   Married 
Telephone No.: 08-2800979 
Mobile No.:       0598908834 
E-mail:               ishtawi74@hotmail.com 
Address:             Gaza, Az-Zaitoun, Smamah Street. 
Current Jobs: 
 A secondary teacher in Palestine Secondary School. 
 A trainer in the continuing education of The Islamic University. 
 A lecturer in Palestine Academy for Security Science. 
 
Previous Jobs: 
 A journalist with a British researcher. 
 Head of the Islamic Bloc in Palestine. 
 General secretary of Teacher's Union in Gaza. 
 Introducing programmes in Al-aqsa broadcasting. 
 
Qualification: 
1997: BA in English language from Faculty of Education in The Islamic University of 
          Gaza. 
 
Experience: 
 1999-2   A teacher of English in Palestine Secondary School. 
 2000-2   A member in the committee of English language in Gaza city. 
 2004-2  A trainer of English courses in the Continuing Education in The 
Islamic University of Gaza. 
 2006-2008 A member in the Committee of the Palestinian Curriculum 
Analysis which belongs to Ministry of Education. 







 A course on Media. 
 A course on First Aid (Advanced) 
 A course on Leading Summer Camps 
 A course on Health Guideness.  
 300-hour course in Politics. 
 A course on Designing Tests. 
 A course on Preparing Worksheets. 
 A course on the Skills of Teaching Stories. 
 A course on Hebron. 
 
Educational Contributions: 
I have designed worksheets concerning: 
− Translation 
− Phonology 
− Principles of Conversation 
− English Grammar 
− Political Terms 
− 12th English Grade 
 
Courses and Curriculum Taught by the researcher: 
− Headway (Beginner) 
− Headway (Elementary) 
− Headway (Pre-intermediate) 
− Headway (Intermediate)  
− Let's Talk one 
− Let's Talk two 
− Let's Talk three 
− English Grammar 
− Translation 
− 12th Curriculum 
− 11th Curriculum 
− Writing 
− Security Terms 
− Political Terms 
 
Interests:  
− Reading Political Books 
− Using the computer 
− Travel & Tourism 
 
 
 
 
 
